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first-ever SVGA strategic flight 
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the first 3-D flight modeling 
software ever produced for your 
PC, is Domark’s second offer- 
ing in its ADVANCED SIM-SERIES™ 
state-of-the-art flight simula- 
tor product line. 











Screens shown: IBM 256-color SVGA displays. 


IBM PC/CompPartIBLEs: Available November 1993 


Requires Windows™ 3.1 


Flight Simulator Toolkit ©1993 Domark Group Ltd. 


Published by Domark Software Ltd. 
Programmed by Simis Ltd. 
Graphics by the Kremlin. 


FST is revolutionary. It’s 
powertul, sophisticated, and 
easy to use. Technophiles will 
appreciate the attention to 
detail — cockpits include mod- 
ern instrumentation, such as 
OBI, DME, and Glidescope — 
as well as the ability to build 
every detail of their sim world. 

In a hurry? Not interested 
in building every last plane, 








MARI 


1900 S. Norfolk St., Suite. 202, San Mateo, CA 94403 415/513-8929 
Reader Service No. 25 





ADVANCED 


JS ere 









tree, truck, valley or skyscraper? 
No problem. Just check out the 
extensive library of clip-art 
imagery: aircraft, ground tar- 
gets, landscapes and objects. 
You'll be streaking through the 
heavens in no time! 


FLIGHT SIMULATOR TOOLKIT. 
YOUR AIRCRAFT. YOUR LANDSCAPES. 
Your MIssions — YOUR WORLD. 
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EDITORIAL 


est, | wouldn’t say what I’m about to say. But I care deeply about our readers, and whether or not you 

derive deep pleasure from the entertainment software you buy. So my question to you is, here at the start 
of the heavy buying season: have you been taking the time to savor and enjoy the games you have? Are you 
being selective in your purchases? Are you carefully thinking through what it is you truly enjoy in the style of 
computer entertainment you tend to focus on? Have you thought about what you might be missing in the kinds 
of games you usually play, and have you then wondered about how you might go about exploring areas you re 
not familiar with, without wasting a lot of money? 

I ask these questions because, as an Editor of a magazine, I see numerous games crossing my path each month; 
more, many more, than I have time to really sink my teeth into. I suspect this is the fate of most people connect- 
ed in any way with the reviewing end of the business. And it makes me both yearn for, and fondly remember, 
those times when I could afford to check out only a few games a year. Sure, I enjoy checking up quickly on the 
state of the art each month; and I do get time in on those few games I truly enjoy. Not enough, though. 

But one of the major purposes of Strategy Plus is to help you, the reader, maximize your involvement with 
games that, especially these days, deserve sustained, undivided attention for long stretches of time. Thus our 
strategy guides, our new in-depth multi-issue coverage, our works in progress reports; all dedicated to the princi- 
ple that a truly excellent computer game merits and will absorb sustained attention. 

All too often it’s easy to get caught up in “beating the game” or “getting to the end” or “rushing to see what 
happens next” or “finishing this darn section so I can move on to the next one.” Game design, in fact, often 
tends to encourage the hurry, the restlessness, the tensions that the above reactions derive from. In fact, much of 
the enjoyment of computer games — as opposed to books, string quartets, sunsets and the like — comes from 
these kinds of pressures. 

Nevertheless, how often have you stopped at a particular screen in, say, an adventure game to simply take time 
to enjoy the artwork? How many times in a simulation have you lingered over the fine details present in the 
modeling of three dimensional space, or in the atmosphere of the simulated environment you’re moving through 
(Flight Simulator fans no need to answer that one; you’re different, and probably know exactly what I’m talk- 
ing about)? How many times in a CRPG have you taken the opportunity to pause, slow down, imagine the 
scene around the campfire after an epic battle, imagine the qualities and statistics and capabilities of your char- 
acter or party into living, fleshly being? How long have you lovingly lingered, in a good strategy game, over the 
balance and tension between opposing forces, over the nodes of strength and weakness strung out in intricate, 
elaborate nets across the gaming board? 

I’ve always found that the more such imaginative attention given to a particular game, over extended periods of 
time, the more engrossing the game invariably tends to be. The more you integrate the game, in other words, 
into a wider range of imagined and imaginary experience, extending your conceptualization of that experience 
beyond the terms just given to you by the work of the game design itself, the more pleasure will be found. In 
pen-and-paper role-playing, in classic board wargaming, this kind of self-created imaginative play comes quite 
naturally to the participants, and can become so elaborate and complex that the technical function of the game 
design itself is almost dwarfed in comparison to the imaginative work the players produce in response to it. 

If there’s one reason why such gamers might find computer gaming troubling, it’s probably precisely the ten- 
dency to want to rely overmuch on the game itself to “do all the work” characteristic of many of us intrigued by 
the medium; because all the bells and whistles and buttons and peripherals present us the illusion that we’re 
doing something, and that the software’s responding directly to that action, we give up our own creativity more 
easily and start to become more and more dependent on the software to take charge of our imaginations. 

That’s way too much like TV, ain’t it? I remain an idealist, and see computer entertainment as a springboard 
for the player’s imagination, rather than as a replacement for it. With the best games, the player finds him or 
herself involved in thinking about, speculating on, writing up charts and stories and ideas about a game outside 
the time spent actually playing it. Give yourself a real present this Holiday season and give yourself the time, 
and the leisure, centered around one favorite game, to do all that. You’ll get more out of the experience, I assure 
you, than you will out of buying twenty games and rushing to the finish with each one. 

And so on to a little extra plug for our featured preview this month, Sim City 2000. Maxis, friends, you’ve 
done it again. I plan to spend many absorbing hours in Wartville this Christmas; and have already been out on 
the farm speculating in strawberry futures, thanks to you, in Sim Farm. In this beginning of the season of har- 
vest, I offer you my early thanks for the giving of a precious gift: time and opportunity for the leisurely, pleasant 
workings of my own imagination. 


soe speaking, if I were to spout off here only and purely in the magazine’s and the industry’s inter- 


— Steve Wartofsky, Editor 
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MAYBE THE BRITISH AREN'T SO 
CIVILIZED AFTER ALL. 


The Tornado. The plane that shredded runways Integration and Spectrum HoloByte, you’ll sit 
and totaled buildings during the Gulf War. The plane in a cockpit where the analog dials actually work. 
that can scan the You'll operate the Thermal Rae Ear RNG 
terrain ahead and Imaging And Laser Desig- 
automatically hug nation (TIALD) system 
every hill and val- which zooms in on targets 
ley at just 200 as small as the turret of a 
feet. And the plane tank from as high as 
with wings that 20,000 feet. And you'll 
sweep forward to even control a squadron with 
a mission planner so —™ 
accurate it’s used to Mia 
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Come in low and fast, and you can actually see 
the cables in the bridge you’re about to raze. maneuver 





through tight bombing runs and sweep back 
to outrace even the fastest fighters. train real Tornado pilots in the RAF. 
Now you can climb into Britain’s hottest Fly this devastating aircraft once, 


plane without joining the RAF. With Published by and you'll be glad the British 
Tornado, the flight sim from Digital Spectr uum HoloBy te are on our side. 
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.95 MACH, NINETY FEET ABOVE 
THE GROUND. BOTH SIDES 
TRYING TO SHOOT HIM DOWN. 
WOUNDED IN THE ARM, KAPITAN 


ALEXANDER ZUYEV GUIDED HIS 
MiG-29 TO FREEDOM 
LEFT-HANDED. COULD YOU? 


On May 20, 1989 MiG-29 pilot 
Alexander Thepiloty 


the boo k 0 Re 


ho wrote 








Zuyev began 
a desperate 
plan to steal : 
the Soviet from 

Union’s most advanced combat 
aircraft and fly it to political 


Photos: Arms C communications 


Shot in a life a 


and death struggle with the sen- 
try, Zuyev managed to take off. 
Then, flying dangerously low to 
avoid radar, he eluded pursuing 
fighters and deadly Soviet and 





Turkish air defenses to land safe- 
ly on a civilian airfield in Turkey. 


THE FINEST TECHNOLOGY 
RUBLES CAN BUY 


The plane he flew is the MiG- 
29 Fulcrum, the crown- 





ing achievement of 
Soviet aeronautics. 
Now, with 









MiG-29: Deadly Adversary of 
Falcon 3.0™ Spectrum HoloBytes 
add-on to Falcon® 3.0, you can 


climb into the cockpit of the 
F-16’s nemesis. 


©1993 Spectrum HoloByte, Inc. All rights reserved. All trademarks are the property of their respective owners. 


NOTHING WAS LOST IN THE 
TRANSLATION 


The flight model was pat- 
terned after actual Mikoyan- 
Gurevich (MiG) design specs. 





So you can be sure that 
every system — and every 
controlis : painstak- 
ingly ~ accurate, 


all a i the way 





down to 
the Russian-accented 





cockpit warnings. 


IT’LL TEST YOUR SKILL 
AND YOUR PATRIOTISM 


Unlike the F-16, the MiG-29 
isn't a fly-by-wire aircraft, so a 


For Visa/MasterCard orders call 24 hours a day, 7 days a week: (800) 695-GAME. 
For technical questions call (510) 522-1164 (M-F: 9AM-5PM Pacific Time). 
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computer never 







limits your con- 
trol inputs, whether : 
inspired or foolish. 
Its twin Isotov RD-33 
engines produce 36,600 

lbs. of thrust, to the F-16’s 
25,000. And superb aero- 
dynamics make it control- 
lable at low speeds and } 
high angles of attack that 
would have enemy pilots 








The most fear- SPECTRUM fight- 
Sele nea ing to 
is a human 
one. With AaVO l d 
EBS, up to six _ 4 
players can go a spin. 
head-to-head. HOLOBYTE 
THEY WONT EVEN 
KNOW WHAT HIT THEM 


Your MiG’s IRST (Infrared 
Search and Track) system 
can track an F-16 without 
revealing your presence on 
his threat display. So you can 
get on his six oclock before 
he even knows youre there. 
Once in range, you'll be able 
to lock on to the Falcon just 

aame= by turning to look at him 

Mm withthe MiG-29’shelmet 
mounted sight. Then call 
“pusk” (launch) as you fire 
missiles or “ogon” (firing) as 
you ventilate him with your 
computer-accurate 30mm 
gun. Either way, his plane will 
make a satisfying crunch 
when it hits the ground. 






Neat time you have an F-16 
glued to your tail, try the 
MiG-29°s “Cobra” 
_ maneuver. 








1) You 
pull up 
past a 90 2) Your 
alpha airspeed 
climb. drops rapidly; 
the F-16 zooms 
past. 
THE 
ELECTRONIC 
BATTLEFIELD SERIES: 
THE ULTIMATE 


CY BER-BATTLEFIELD 

EBS 1s the first series of inter- 
connecting simulations. Each 
title works with the others to 
bring you closer to the real thing: 


Now you can choose from multiple 
aircraft, multiple theaters, even 
which side of the conflict to fight 


on. And you can 3)You abruptly 
pitch the nose 

go head-to-head back to level 
flight. Now 


over a modem or youre on his 
a little 
score to 
settle. 


with up to six Ret ee 











players over a 
network. It all 
begins when you add 
on MiG-29 to Falcon 3.0. 
Anything more realistic 
wouldn't be a simulation. 








Choose your weapon. 
The Falcon is lethal at 
long distances. The 
Fulcrum, deadly close- 
in. Now you can fly for 

erther side. 
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fi he buildings visibly deteriorate over time if the area's 

| suffering from economic decay... each square of terrain 
: is so detailed it represents only a single acre of proper- 
ty... communities within the city can be broken down and 
managed separately, and thrive or deteriorate in response to 
both local and intra-city conditions... heck, up to six city 
newspapers get published regularly, with options for the 
mayor (you) to subscribe and read ‘em or not. Whoah! 
Dude! 

I have to admit I’ve been a fan of Maxis simulations from 
Sim City on the Amiga onwards, and I’m particularly biased 
in favor of more detail rather than less. Thus, for instance, I 
prefer Sim Life over Sim Ant. 

Nevertheless, like many users of Sim Earth and Sim Life, 
I’ve been left with the haunting suspicion while playing that, 
despite the incredibly detailed compendium of information 
systematized in these designs, there must be a better way of 
presenting complex systems in such fashion as to seem 
dynamic, more interactive, more informative of what’s going 
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on at the micro level in realtime. 

And I’ve been worried in particular that with the city simu- 
lation design in SC2K now approaching the complexity of a 
Sim Life, it might prove equally as burdensome to manage. 

To my delight: not so! Sim City 2000 is, if anything, more 
dynamic and elegant than the original design. It’s a pleasure 
to play, and things are happening all the time while the 
game’s running, at a pace that’s challenging but quite man- 
ageable. 

So most importantly: what’s in the game? First, you can 
now modify terrain both prior to building your city (as was 
the case with the original, using a separate utility) and while 
the city’s running. This is quite useful, particularly since 
there are now thirty-two levels of altitude, from mountains to 
lakes (put a waterfall in your city’s Central Park and make 
them New Yorkers moan with envy!). Terrain modification 
is limited, of course, by what’s built or not on it when the 
city’s running, and costs to change. Prior to starting the city, 
however, the player is Terrain God and can produce any kind 
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of base landscape for the city desired. The modeling is so 
detailed that water always flows downhill (the little glints on 
bodies of water on the surface are truly pretty, by the way), 
which should be taken into consideration when laying out the 
city’s subway and underground water pipelines (memories of 
Chicago 1992 come into play here...). 

Second, SC2K features a zoomable, rotatable City 
Window, which completely transforms the way the player 
can keep an eye on what’s going on. Given the two-thirds 
overhead perspective, it becomes possible to enjoy looking 
down city streets, watching as some buildings overshadow 
others (when skyscrapers are constructed, you get to see 
them develop), checking out traffic reports and problems, 
watching portions of the city BURN, BABY, BURN!!!! — 
whoops! sorry, had an LA moment there. I promise it won't 
happen again. 

There are scads of little nifty features that contribute to the 
liveliness and interest of the cityscape; for instance, you can 
add signs and markers, to name streets or buildings. The 
good old football stadium which featured seasonal crowds 
and game scores is complemented by a host of other special 
buildings, such as museums, zoos (can’t wait to see what the 
Maxis Loonies come up with for this one!), libraries, opera 
houses, rock concert arenas, universities (to supply fodder 
for the concerts, of course), parks, and marinas. The city’s 
water system, laid out in underground pipes the same way 
streets and rail are laid out above, can also require water 
towers, water pumps, water treatment plants, and de-salin- 










































































ization plants for optimal management. Roads and highways 
are complemented by on- and off- ramps for freeways, tun- 
nels, and user-selectable bus depots. Fire and police depart- 
ments can be deployed tactically to block or contain fires, 
riots, and parades (well, this last crowd phenomenon I’m 
making up... I admit it! Guilty!). When rails are laid, trains 
pop up and run around in full isometric detail. 

I was hoping traffic barriers for residential neighborhoods 
would be included in the final design, but couldn’t slip that 
suggestion past any of the programmers, who’ve had their 
share of navigating such streets in Berkeley, CA. Oh well... 
can’t have everything. 

The City Newspapers idea is one of my favorites in SC2K. 
Papers appear from different sections of the city (the number 
of papers a city can support — up to six — depends on the 
size of the city, just as in real life), and provide all sorts of 
amusing reports, which respond to how the mayor’s doing, 
what’s going on in the sector of the city covered by the 
paper, and other things. This kind of system gives the player 
a chance to hear squeaky wheels along with reading demo- 
graphic and economic reports, and thus adds a human face to 
the whole design. 

SC2K brings the whole Sim City idea to a new level of 
interaction, by improving on some of the most exciting 
advances made in successful designs like Populous and 
Syndicate. Oh! Almost forgot to mention: ya get volcanoes 
to toy with... BURN, BABY, BURN!!! Whoops! There I go 
again....U 
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This month, Steve Bauman goes a-larking in SSI’s latest CRPG. . 


Is it better than peach pie? Our novice to the realm of AD&D™ 
hems, and haws, and clears his throat, and then asks.... 


hat is the bleeding edge gamer to do these days? We 

badger the companies to provide us with release 

dates for programs as if our lives really depended on 
it. I can imagine the frustration and tedium every on-line sup- 
port representative must feel when they have to answer yet 
another “‘when is [fill in the blank] coming out? I haven’t been 
able to sleep for the past three months since you’ ve announced 
it would be released soon. . .can you give me the exact date it 
will be in my local mall?” question. 

Of course the companies themselves are to blame for giving 
themselves unrealistic release dates. In the time from the 
announcement to the actual release the market may change, 
other releases may come out, and suddenly you’re stuck with 
something that may have been bleeding edge at conception, 
but is now at best average. The most obvious example is 
Strike Commander and its advertising that said it would be 
released in 1978, or something like that. However, much of its 
“wow” quota was stolen by the release of Novalogic’s 
Comanche: Maximum Overkill a few months before. 

Rushing these titles to the market can only cause even more 
headaches. Bugs are the current bane of the computer entertain- 
ment industry, and half-baked beta copies released to appease 
stockholders do nothing for a company’s long term reputation. 
It’s a lose-lose situation for the companies and the gamer. The 
company loses, because a game can never live up to expectations 
that grow with each passing day; and when those expectations 
are based on marketing hyperbole in the first place, gamers 
expecting the Second Coming will inevitably be disappointed 
when a new release turns out to be just another good game. 

One such game is Dark Sun: Shattered Lands, the much 
anticipated and much delayed new gaming “engine” for SSI’s 
Advanced Dungeons & Dragons™ series. The advertising start- 
ed over a year ago, promising a “harsh new world” and a “hot 
new engine.” To believe the advertising one would think that 
this new 16-bit engine is going to carry the company through 
the nineties. Think again. Much as the delays to GM’s Saturn 
cars caused the styling to appear less fresh in the 90’s then it 
would have in the mid-80’s (when they were supposed to be 
introduced), the year-long delay of Dark Sun leaves it 
eclipsed (ouch) by the competition. 

Does any of this sound familiar? You get an overhead three- 
quarter view of the action, full-screen scrolling 256 color VGA 
graphics, a highly detailed terrain, individual portraits of NPC’s 
for conversations with a branching conversation system, fully 
orchestrated music and effects that change depending on locale 
or action, a point-and-click interface, pop-up windows, exten- 
sive object manipulation, full-screen cinematics, and animated 
monsters. No, it’s not Ultima VII, but it might as well be. 
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There is nothing here that isn’t done elsewhere. Does that mean 
that Dark Sun is somehow disappointing or inferior to other 
games of its ilk? No, definitely not. Derivative, perhaps, but 
from the beta version I’m working with, possibly worthy of the 
50-100 hours allegedly required to finish. 

Dark Sun is a harsh desert-like planet ruled by the usual nasty 
sorcerer kings. The sorcerers have depleted the natural 
resources of the world by using magic which takes its power 
from those very resources (hmm, sounds a wee-bit familiar, only 
we don’t call it magic — we call it progress). A movement has 
arisen to overthrow these nasty people, and you just happen to 
start playing the game at the moment the rebellion is gathering 
strength. You get to be both a fighting warrior and an environ- 
mentalist as you slay all sorts of nasties and try to restore the 
earth’s resources. Think of yourself as a Green Rambo. 

You start the game literally fighting for your life in the arena 
of one of the towns. The crowds cheer when you take a hit or 
slaughter a beast (a digital cheer, that is), and getting the hell 
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out of this arena and out into the wilderness is your first goal. 
You'll be able to bone up on your fighting and magic skills in 
the arena, as you’ll need to master both of these things in order 
to survive. My copy was missing the introduction, but from 
what I gather this episode of the series will have the gamer 
building up a party for use in other games, as has been the case 
with previous SSI CRPG titles. 

Magic plays an important part in Dark Sun, as you’ll have to 
contend with psionic mind attacks (all characters, even non- 
magic users, can cast these), nearly two hundred spells, and 
will even have the opportunity to customize your own spells. 
Each spell is accompanied by a spiffy visual animation. Spells 
are broken down into elements: air, earth, fire, and water. 

There are some new beasties to create and fight in Dark Sun. 
My personal favorite is the Mul (the guy in the ads), a half- 
human, half-dwarf who can kick some major butt and looks 
particularly nasty (though the designers should be told that the 
two-earring look is not cool today). You can also create Thri- 
keens, which look like praying mantises, or half-giants. You’ll 
run across a number of mutants in this world due to the misuse 
of magic (when will they ever learn?), and often times they’II 
want to fight you for no good reason. Indulge them. 

Combat isn’t nearly as gratuitous as it was in the Gold Box 
games, since the design chooses instead to focus on interaction 
with NPC’s and on survival. The combat is still phased rather 
then real time, and remains a simple point-and-click affair. 
You can shoot ranged weapons, cast spells, and hack away at 
the various opponents. Thanks to the addition of keyboard 
shortcuts, the battle interface is fairly clean and uncluttered. 

The main interface consists of a single mouse pointer that 
uses the right mouse button to cycle through the various func- 
tions available, much like a well-known adventure game 
engine that shall remain nameless. This is Dark Sun’s only 
concession to adventure games, so those who are afraid their 
beloved series is getting soft shouldn’t lose any sleep. 

You generate your characters using a method similar to the old 
games, as well as the Eye Of The Beholder games. Your 
choice in race affects which classes your character can be. You 
can also choose to use a pre-rolled party, but you won’t be able 
to give your characters names like “Skip” and “Muffy.” Dark 
Sun follows all of the AD&D 2nd Edition conventions, much to 
the confusion of this gamer, who’s never played a game of 
AD&D in his life. Thankfully it’s all spelled out in the usual 
clear fashion in SSI’s quality documentation (even in beta!). 

One thing that Dark Sun shares with Ultima VII is speed, or 
lack thereof. Scrolling is not very smooth or quick in this 
game, and when there are a few characters running about it 
gets even worse. This is the tradeoff for the nicely detailed 
and rendered graphics. It makes you wonder if 32-bit code 
would be faster yet (but then they couldn’t port it to Nintendo 
as easily). Of course this is a beta version, so there may be 
some room for optimization. 

Coming on the heels of a series of games that were initially 
designed for a powerhouse like the Commodore 64, Dark Sun 
can’t fail to impress gamers when they compare them to the 
original Gold Box games. In every respect it is a far superior 
game. It looks good, plays good, and sounds good. I never 
liked the Gold Box games I played (all both of them). They 
had pedestrian stories, too much boring and repetitive combat, 
and next to the Ultima’s or Might & Magic’s looked down- 
right ugly. Dark Sun has remedied the look, but is it too late? 
Will it look that much better then the next generation Ultima 
or Wizardry? Time will tell, but I’m willing to guess that 
gamers will vote with their wallets and the initial Dark Sun 
entries will be hits. If they choose to take as long to update 
this engine to the latest gee-whiz technology, however, look 
for the sun to set on the series quickly. O 
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Some knick-knacks, a magic axe, eat a hand of shrooms — 


Chris Lampton previews Mindcraft's 


land of dwarven gloom in... 


Biocodstone 


obody’s ever accused the Magic Candle games of being 
state-of-the-art, technologically speaking. The first entry 
in the series, despite featuring a crude version of the iso- 
metric viewpoint that would later become obligatory in Ultima- 
style CRPGs, had a physical appearance and keyboard-driven 
interface that were essentially the same as those in role-playing 
games published four or five years prior to its 1989 release. The 
most recent installment, Magic Candle 3, updated the graphics 
to the level of Ultima VI, but the menu-driven interface was 
scarcely more sophisticated than that used by SSI’s Phantasie 
series in the mid-1980s. The addition of mouse control added a 
hint of late-eighties veneer, but nobody was likely to mistake 
these games for Dungeon Master. 

Fortunately, interfaces aren’t everything. What the Magic 
Candle games lacked in technological pizzazz, they more than 
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made up for in depth of design. These were games for the true 
role-player, rich in detail and heavy with plot. So CRPG fans 
shouldn’t be the slightest bit disappointed to hear that 
Bloodstone, Mindcraft’s prequel to the Magic Candle games, 
uses precisely the same game engine as the earlier series. It ain’t 
broke, so nobody’s fixed it, though the game design has been 
tweaked a bit to eliminate some of the problems users com- 
plained about in Magic Candle 3. All in all, Bloodstone looks to 
be as solid a CRPG as has come down the pike since, well, 
Magic Candle 3. 

Bloodstone is a kind of Silmarillion to the Magic Candle’s 
Ring trilogy — or should that be Candle trilogy? The protago- 
nists are the distant ancestors of the Magic Candle dwarves. 
In the land of Tarq, the dwarven kind have fragmented into 
warring tribes and two great, if antagonistic, dwarven chiefs 
are vying to unite the race. It’s your job as the great hero of the 
dwarves — analogous to Lukas in the Magic Candle games 
— to find a series of treasures that will inspire your fellow 
dwarves to unite under the banner of one or the other of the 
chiefs; it’s up to you to decide which one. It’s imperative that 
the dwarves unite, because they’re threatened by a nasty race 
of beings called the Taldor, created by the gods (or so the leg- 
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ends have it) in a fit of sibling rivalry. 

The 256-color VGA graphics in Bloodstone are gorgeous. The 
scenery tiles are delicate miniatures in the spirit of Ultima VI, 
but with an appealingly somber edge. As in the Magic Candle 
games, long distance travel is accomplished on a large-scale 
strategic map, where time passes at a frantic rate and a single 
click of the mouse propels the adventuring party across miles of 
dangerous territory. Enter a town or a dungeon, however, and the 
scale shrinks: You can explore buildings and chat with stationary 
NPCs, many of whom have information vital to your quest and a 
few of whom will join your party at the drop of an Invite com- 
mand. Every dungeon room conceals a battle (played out on a 
small tactical screen), plus a chest or fountain that will enhance 
either your inventory or your stats. The world map is large and 
chockful of surprises (though Mindcraft has included a paper 
map of Targ in the box, so you won’t get lost). There are new 
monsters, new races, and a few new magic spells. 

As in the Magic Candle games, the strongest point of 
Bloodstone is in the details. Game play is a fiddler’s delight: 
There are more details to fiddle with here than in a White House 
position paper. Need money? Assign your characters to work in a 
tailor shop...or a gemcutter’s parlor or a blacksmith’s shop or just 
about any other nexus of the dwarven economy. Don’t know 
how to cut gems? Send your characters to school and they’ Il 
learn. Even swordfighting and magic can be picked up at the 
local community college, though you may prefer to take your 
characters out into the field where they can learn through experi- 
ence. 

Mindcraft has paid attention to player’s complaints and elimi- 
nated some design sore points from earlier games. Your party no 
longer needs a constant supply of food. Energy levels are 
reduced only by spell casting and not by travel (they can still be 
restored with a dose of Sermin mushrooms). Unlike earlier 
Mindcraft worlds, the landscape of Tarq is almost entirely acces- 
sible. With the right gear, your party can scale mountains and 
swim across streams. The game pace is leisurely; there’s no time 
limit on accomplishing the central quest. Want to spend a few 
game months learning trading skills, memorizing spells, and 
earning gold points? No problem ! 

According to Mindcraft, the game has two alternate endings, 
depending on which chief you choose to support in the grand 
unification of the dwarves. For those players who want to see 
both endings, Mindcraft president Ali Atabek (who ceded game 
design responsibilities this time around to Anthony F. Osterman) 
suggests a simple strategy: save up the treasures that you acquire 
in the course of your quest and give them to one of the chiefs all 
at once, rather than parceling them out during play. Then save 
your game before acquiring the legendary magic axe. Once the 
game is over, restore to this save and give the treasures to the 
other chief, then do the axe bit a second time to see the alternate 
ending. (If you refuse to give the treasures to any chief, the game 
will choose an ending for you.) 

If you didn’t care for the Magic Candle series, Bloodstone 
probably won’t push your buttons either. But for those gamers 
who like their CRPGs detailed and carefully plotted — or who 
are undergoing a severe case of Sermin withdrawal — this latest 
offering from Mindcraft should deliver the goods.U) 
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The Ultimate Multi-Player Conquest Simulation 


[Inally, you can conquer your friends in state-of-the-art graphic splendor! Amass armies with your choice of units, then invade! Watch 
your back, though - you'll need to divide your forces with care to avoid being conquered yourself! 


r 


is turn-based and features modem play; a wide variety of historic opponents from which to choose; random world 
y far the best graphics and sound ever seen ina conquest 


generator; large number of units; spies; diplomacy & subversive activists: b 
game; and even more fun than Napoleon had at Waterloo! 
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Play it. And who knows? 


After spending a few weeks or so 
learning the ropes from Kasparov, you 
may just find that you re finally 


ready to take on, well, Kasparov. 
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a virtually 


To make sure 
you dont outgrow 
Gambit any time 
soon, we power it 
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1993 International 
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title, so watch your step. ELECTRONIC ARTS 





lt was said once upon a time, “in space, no one can 
hear you eat ice cream.” Well, that might be true 


but something equally delicious might be possible, as 


Will Johnson reveals in his preview of Origin’s new .. . 


he Hitchhikers Guide to the Galaxy is a wholly remark- 
able book... 


The introduction begins like this: 

“Space,” it says, “is big. Really big. You Just won't 
believe how vastly hugely mind-bogglingly big it is. | 
mean, you may think it’s a long way down the road to the 
chemist, but that’s just peanuts to space. Listen...” and so 
on. 

Well, Origin seems to have taken this to heart in Privateer, 
giving us plenty to do and lots to explore (with more than 
eighty systems and sixty-plus bases and planets to land on - 
though I have yet to find a decent Pan Galactic Gargle 
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Blaster - but I’m still looking...). However, at the start of 
the game you'll have little time to spend looking for fancy 
drinks, because you’ll be busy scratching out a living. 

Up till now in the Wing Commander universe, you’ ve had 
it easy. The Confed Navy paid your bills, gave you a state- 
of-the-art ship to fly (well, usually) and when you came 
back after having had half the armor ripped off her and all 
your ordnance gone, you just dropped it off at the repair bay 
(“here ya go folks, can you have her patched up for me? 
Thanks loads.”) and went to hang out in the bar to chalk 
your new kills up on the tote board (“So I figured, what the 
heck... I mean that’s what they put armor on these things for, 
and headed straight at the front of the Cap ship... I tell you, 
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they were so surprised they didn’t even fire till I’d launched 
my salvo... good thing too, cause they tore out my whole left 
side when they did it...”). Well, forget that Bucko, you get 
the pleasure of paying for all the wear and tear your ship 
takes, as well as the cost of equipping and arming it - taking 
out hostiles doesn’t get you any fancy ceremonies and pretty 
ribbons here, and every time you fire a missile you’re cut- 
ting into voyage profit. 

You start with a ship inherited from your Grandfather. An 
out of date but serviceable ship that you should be able to 
coax along till you make enough money to get a better one 
(provided you don’t get into any particularly heavy skir- 
mishes - this is not a ship that will take a lot of fire well). 
The one good thing about it is that it can haul a sizeable load 
of cargo. Besides buying items to ferry between bases 
(which will hopefully sell for more where you take them 
than you bought them for) you’ll be able to accept various 
missions to augment your income (set price shipping runs, 
strike, patrol and base defense missions, etc.). Missions can 
be picked up thru the Mission Computer system throughout 
the Sector, from the Merchants or Mercenaries Guilds or 
from people you meet in the bars. 

But, like any good entrepreneur you are not going to just sit 
on your earnings; you plow them back into the business. 
You can choose to outfit your ship in any configuration 
(limited by the design of the basic vessel) that suits your 
style. Do you like to pick your spots and fire off a couple of 
rounds at a time? Or are you the type that likes to hold the 
trigger and spray the sky? You want to haul that big load 
across the stars, or get the quick ship bristling with weapons 
that is the mercenary's dream? All you have to do is put 
your money where your mouth is. 

It'll take a while, but once you can afford a jump drive 
you'll be able to expand your horizons to the surrounding 
: systems (you can visit New Constantinople, the cosmopoli- 

tan, government station; or New Detroit, a planet that, like 
Trantor in the Asimovs’ Foundation series, is so built up 
that it might as well be made entirely of metal and glass). 
This should enhance your earning potential, provided you've 
been paying attention to the rumors about hot spots (you 
gotta follow your nose to find the hidden bases that pirates 
use). 

You can choose to make your living however you want. 
Does the idea of being a pirate (Yo! Ho! Ho!) strike you as 
the way to go? Well, get out there and smuggle some drugs 
and guns - however that route is nor going to endear you to 
the Militia. Of course, you can jump on the slow-moving 
merchant ships to grab their cargo as salvage. Or you could 
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choose the more conventional route of a merchant or merce- 
nary. Of course they say it’s good to be well rounded, and I 
found myself doing a bit of all these things as I struggled to 
pull myself into the same league with the big boys. 

Since only one sector (of the four in the game) is on the 
front lines of the war, while you may encounter Kilrathi, 
most of your contacts will be with other merchants and 
pirates (unfortunately many of these guys seem to want what 
you've got, though you’ll run into some whose biggest goal 
is to deliver what they have as quietly and invisibly as possi- 
ble) as well as the militia (who, while they are not every- 
where, are certainly prevalent enough to make you think 
twice about trying to run contraband). Also around are 
Hunters (mercenaries), Confed pilots and Retros (members 
of the Church of Man, who want nothing more than to blow 
you and your ‘heathen’ high technology ship away. 

Privateer has that sort of battleship grey metal mass pro- 
duced industrial age look that one would expect in a time 
that is seeing the range of exploration expanding all the time 
in the outer sectors. As you move into the older ‘heart’ of 
the system you will find worlds and stations with more 
unique looks and distinctive features. The game system is a 
combination of the cinematic engine from Strike 
Commander and the space flight engine from Wing 
Commander II (with enemies that seem like their intelli- 
gence has been tweaked even more than in the recently 
released Wing Commander Academy). 

This doesn’t look like a game that it will be very easy to 
rush through; I played with the preview copy I got for a 
week and only just began to get into the main set of mis- 
sions. And I spent more nights than is good for me up late 
saying “I'll stop after just one more run” (the only damper to 
my enjoyment is the fact that those banes of my existence 
are back in this one: asteroids! Urrrgh. I hate those stupid 
little frozen chunks of rock!). But I still have a long way to 
go before I even come close to even seeing all of the stuff 
there is here, as I’ve been to less than a quarter of the sys- 
tems in the game. 

You don’t sit down to Privateer with the idea that you'll 
just get in a couple of quick flights and then stop. You need 
to think like a trader. What are the most profitable routes. 
and is it worth it to try to tackle that mission that pays so 
well - or is the reason they’re offering all those credits 
because the last three guys that took the job didn’t come 
back? The Navy may have paid the bills, but they also did- 
n't give you the option about who to fly against. Decisions, 
decisions. At least this time youre the one who gets to 
make them.U 
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Come fly the friendly (and graphically detailed) 


Microsoft Flight 


Perhaps he’s the grandfather. More than a decade ago 

when Bill Gates convinced Bruce Artwick to bring his 
Flight Simulator from the Apple to the fledgling IBM PC, its 
descendant Pentium wasn’t even a gleam in a 486’s eye and 
that program was a milestone in the PC industry. Time 
Magazine said of the new release: “Flight Simulator might just 
be reason enough in itself to buy a personal computer”. People 
did just that, and they still do. Just as several generations of 
PC’s have come and gone, we are now present at the birth of 
the fifth generation of Microsoft Flight Simulator. Rather 
than retiring and passing the baton to a new generation of 
graphics gurus, Artwick (computer-years are like dog years but 
he is still a young man in human years) is hard at work coding 
assembler day in and day out along with a small staff of mostly 
younger programmers at Bruce Artwick Organization (BAO) 
in Champaign, Illinois. 


‘| Bruce Artwick the father of PC computer graphics? 


Graphics 

Let’s get right down to it. This new release is about graphics. 
The graphics in Flight Simulator Version 5.0 (FS5) would be 
simply astonishing if we had seen them two years ago, but sev- 
eral air combat games have also recently broken new ground in 
graphics displays, so our perception of this as a breakthrough 
product has been dulled. But FS5 is nevertheless something 
different. The scenery technology is patent-pending, and from 
what I can see it might just be different enough to be 
patentable. Just as BAO allowed FS4 to endure through 
extreme flexibility, FS5 has been given two distinct methods 
of displaying scenery, leaving many options open for later 
development. 

The first type is called by BAO “Cybergraphics”. This makes 
up most of the FS5 default scenery and looks somewhat simi- 
lar to FS4’s polygon-filled graphics we are so familiar with, 
except that it is in two hundred and fifty-six colors and has 
amazing “texturing” effects added which seem to add thou- 
sands of polygons to surfaces without adding anywhere near 
the extra computational load that they would entail in the old 
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system. Unlike the air combat sims to date, this two hundred 
fifty-six color scenery is available in 640x400 resolution, 
which runs well and is certainly flyable on my 486/33 comput- 
er (but with less than a glass-smooth frame rate). It will also 
display in 320x400 resolution, which looks very good also and 
of course has a faster frame rate. The pre-release version | saw 
had a sixteen-color EGA display, which was just awful. Using 
FS4 would be preferable. | wouldn’t be surprised if EGA were 
taken out of the final release version. 

In Cybergraphics, the ground is now covered with the texture 
of forest, farmland, city streets, deserts, tundra, and suburbs 
with streets and houses. The texture is flat, but the effect from 
the air is convincing. The sides of buildings can be textured 
also (the texturing effects are switchable) with realistically- 
sized windows. Yes, each skyscraper will have the correct 
number of windows on the sides, some of which will be lit at 
night. Three-dimensional objects such as buildings have light- 
source shading which varies with the time of day. A shadow is 
displayed but the shading of the building sides really helps the 
image more than the cast shadow. 

With sky texturing turned on, the old blank pale-blue sky of 
all previous versions is rendered with wispy cloud cover in a 
selectable coverage. The effect from the ground is like a pho- 
tograph of a sky, but unlike some recent sims such as 
Microprose’s F15 Strike Eagle II which did use a photo- 
graphic bitmap sky, these clouds are really there at the height 
you set and you can fly above them. The effect up close is 
somewhat blocky and less convincing, but still more pleasing 
overall than other cloud renditions I’ve seen. At dusk, the 
clouds gradually turn a gorgeous rosy pink. 

These graphics are highly configurable, with varying degrees 
of complexity and texturing. Chicago set on “Very Dense” 
complexity with all texturing and light-source shading turned 
on is just incredibly dense indeed. I can say with a straight 
face that it’s flyable on my 486/33, but really this is a simula- 
tor for the future. With the highest levels of graphics all select- 
ed you have a simulator worthy of the fastest machines now 
available and into the near future. 
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skies with Rick Lee for a preview of. . . 





The other distinct form of graphics display is what BAO calls 
“Real-Time Raytracing”. Ray tracing as we have known it 
usually takes many hours to produce just one image — even 
on serious workstations — and thus there has been some 
debate as to whether or not this can truly be categorized as 
“ray tracing”, but that’s what BAO calls it. According to Mark 
Randall, one of BAO’s young prodigies whom I was able to 
talk with at the MicroWINGS Convention at Cornell 
University, the ray-tracing is greatly speeded up through the 
use of a heuristic algorithm which makes a “best guess” as to 
what each pixel will be, rather than calculating exactly what 
the pixel should be. A bitmap image of a satellite photo is then 
mapped onto the terrain, which has three-dimensional topo- 
graphical features. 

The effect really is quite stunning, and can actually be 
described as photorealistic when viewed at a distance. 
Mountains displayed this way are just breathtaking. Up close, 
the bitmap starts to break up into pixel-like blocks as the the 
resolution of the bitmap becomes lower than the screen resolu- 
tion. The earliest preview version of FS5 that I saw did not 
give any relief for this “pixelization” but later, BAO added a 
feature called “Image Smoothing” which not only makes the 
blocks irregular in size but also can blend them together in a 
half-tone process. The smoothing works, even though it makes 
you feel like reaching for your eyeglasses. Everything is a little 
out-of-focus-looking. The half-tone smoothing is switchable. 

The only example of this photographic scenery in the default 
scenery is Meigs Airport area of Chicago, but BAO will be 
marketing the photorealistic scenery in special packages 
through Mallard Software. 


Aircraft 

I don’t know what category of scenery the aircraft fall into, 
but graphically they are pretty amazing too. From the outside, 
the aircraft have a stunningly three-dimensional look. The sur- 
faces look very solid, rounded and detailed and look nothing at 
all like polygon graphics. The light-source shading on the 
rounded surfaces is particularly nice. The animated moving 
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parts such as gear and flaps all look better and move more 
smoothly than ever before. Inside, the control panels are pho- 
tographic reproductions of the real thing. At night, the panel 
appears to be bathed in red light. Looking left, right and back 
results in a much more realistic view, with various parts of the 
aircraft obscuring the view. Those parts — such as wings, 
struts, fuselage panels, and the back seat — are all rounded 
looking with light-source shading. The parts are actual com- 
puter models, rather than simple bitmapped images superim- 
posed over the scenery. They are part of the scenery. When I 
looked back at the left-rear view to watch the flaps go down I 
was amazed to see that it looked eerily like the real thing as it 
lowered slowly and smoothly. Although I am not a licensed 
real-world pilot, I have spent many hours in real Cessnas as an 
photographer. 

Alas, the aircraft are beautiful, but you only get the standard 
Cessna, Learjet, Sailplane, and Sopwith Camel. As of this 
writing, there is no word on how user-designed aircraft made 
with Mallard’s Aircraft Factory will be made FS5 compatible. 
Laemming Wheeler, one of the authors of that program, pointed 
out to me that the key is the .AFX or “crate” file. It contains all 
the raw point data of the old planes which, if you think about it. 
should be able to be made compatible with anything. 

I’m still not sure what to make of the flight equations of these 
aircraft. BAO has clearly added a lot of new parameters. On 
take-off, “P-factor’” (sometimes incorrectly referred to as 
torque”) clearly comes into play if you have selected full real- 
ism, requiring you to correct with right rudder on take-off. A 
functioning constant-speed prop is available. All three wheels 
are clearly modeled, making for much more interesting and 
realistic landings. When powering up for take-off roll, the 
nose of the aircraft dips; it also dips when you apply the 
brakes. Upon coming to a stop, the nose bounces back up and 
then gradually oscillates to a stop. That is a small feature but I 
must say I find it very satisfying to watch at the end of a flight! 
Ground loops and other landing problems are possible to 
encounter, although I still have not detected the presence of the 
cushioning “ground effect,” something sorely missing from 
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FS4. Speaking of landing problems, there are several different 
forms of crash graphic effects, ranging from a bent prop to 
total destruction. Flying the aircraft on full realism is now a 
much more complicated affair than before, but I think that 
things could still be better. As of this writing, the stall charac- 
teristics of the Cessna are not good, the advertised spin feature 
and the constant speed prop don’t work properly, and realism 
during turning is compromised if you have high winds turned 
on. I certainly hope that user-control over these features is not 
far in the future. We have become accustomed to tweaking 
flight equations in FS4 and the ability to do so will be missed 
in FSS. 
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The instrumentation, although beautiful to look at, is not 
substantially improved in functionality over FS4. Actually, 
if you have become accustomed to using the unique control 
panel available only for the ATI Ultra family of graphics 
cards, you will find the FS5 instrumentation a step 
backward. You will be giving up the fully functioning HSI 
and the on-screen autopilot controls. The Learjet does have 
multiple engine controls, but as of this writing the control of 
them is not really working too well. I am particularly 
annoyed that the Learjet cockpit only displays one OBI at a 
time, making VOR and ILS navigation considerably more 
difficult in the fast moving plane. Speaking of autopilot, the 
Nav1 Lock feature is finally working, and you can thus now 
set the Altitude Hold through a keypress rather than having 
to open a menu 
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From FS1 through FS4, the world has been flat. Many 
compromises and fudges had to be squeezed into the the 
world-system in order to simulate the curvature of the earth 
as you flew over long distances. To have any scenery at all 
outside of North America required that you just draw it over 
the top of North America. That’s all now ancient history. 
FS5 finally has a spherical world model. If you zoom all the 
way out in Map View you can even see the entire Earth as if 
from a satellite. 

However, this does not mean that you can now fly any- 
where in the world and expect to see the general land fea- 
tures you might expect, such as coastlines, city outlines, 
rivers and roads. The FS5 default scenery contains fairly 
accurate features only in the handful of standard default 
areas of New York/Boston, Chicago/Champaign, Seattle, 
San Francisco and Los Angeles, with two new areas — 
Munich and Paris — added to the old list. You can, howev- 
er, fly between these areas much more realistically than ever 
before, since these areas are all based on latitude and longi- 
tude rather than the flawed FS4 North/East coordinate sys- 
tem; and the FS5 database contains all the VOR navigational 
transmitters in North America, as well as many others 
around the world. 

So... what will you see flying between, say, Chicago and 
San Francisco? You will see roughly what you might expect 
to see, farmland and forest in Illinois and Nebraska, moun- 
tains in the Rockies, etc. But nothing in between Chicago 
and the Bay Area will correlate exactly with the real world. 
The FS5 world is planted with what BAO calls “seeds.” 
They plant a seed and, voila, have a large square section of 
forest. By planting another seed they have a huge square sec- 
tion of farmland, and this all takes up practically no disk 
space. It is even possible to plant a seed and get an entire 
city with skyscrapers, urban land and suburbs all around. It’s 
not a real-world city, but it’s there. If you fly south from the 
New York area toward Philadelphia, the square block seeding 
effect becomes painfully apparent, however, as the eastern 
coastline becomes an extremely coarse, blocky succession of 
seeded areas. The southern coast of Florida also ends too 
soon, leaving no land where Miami should be. This crude 
background cries out for a new FS5-compatible version of 
Microsoft Aircraft & Scenery Designer. At least it’s all 
based on accurate lat/long coordinates so scenery placement 
should be much more straightforward from now on. 

Speaking of user-designed scenery, FS5 is backward compat- 
ible with the old SubLOGIC and Mallard Scenery Disks as 
well as FS4’s Aircraft & Scenery Designer scenery files, 
although there is some question as to whether or not SEE 
effects (those added with Mallard’s Scenery Enhancement 
Editor) will be visible. The good news is that the ground and 
sky texturing is visible under the old scenery making it all look 
even better than before. So if you want to use the old Scenery 
Disks and the hundreds of matching user-designed files, it’s 
not only possible, in some ways it’s better than before. 

Add-on scenery disks have already been announced from both 
Mallard and Microsoft. The Mallard Scenery will be mainly the 
“Ray-Traced” scenery, consisting of one city-area per package, 
such as San Francisco, Los Angeles, Washington DC, and 
Seattle. These cities will be taken from satellite photos of these 
areas, and will be processed to contain the topographic features. 
The San Francisco scenery that I have seen is remarkable, but is 
not finished. It has some “Cybergraphic” scenery added to it, 
such as downtown buildings and airport detail. The Microsoft 
Scenery Disks appear to be of city areas also, but will probably 
be only Cybergraphics. They have announced New York and 
Paris disks. These areas are also on the default scenery, but it 
remains to be seen what the difference will be. 
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interface 

Speculation ran wild for years that FS5 would be a Windows 
program and from what I hear, BAO actually did try to accom- 
plish that. It turns out it’s not a Windows program, but it sure 
does look like one. The interface is similar to Windows, which 
is a vast improvement over the unique, clunky, non-standard 
interface of all previous versions. There are a few annoying 
departures from the Windows interface, but they are truly 
minor. The installation process is not fancy, but it works rea- 
sonably well. 


Sound 

Unfortunately, the sound received virtually no attention what- 
soever. I was expecting at least for FS5 to have something 
new, such as engine start-up and shut-down sounds (which I 
believe are sorely missed), or perhaps some rushing wind 
sound in the sailplane, but all you get is what you had before 


with Mallard’s Sound, Graphics & Aircraft Upgrade. We 
have five senses. A computer simulation can’t access many of 
these senses, but it can access two. The sense of sound should- 
n’t be given short shrift. 


Air Traffic Control 

If you expected FS5 to compete with SubLOGIC’s ATP 
program in this arena, you’ll be disappointed. There is a menu 
item here for Air Traffic Control, but it only activates the 
same uninspired landing clearance feature found in FS4. 
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Surely an upgrade to Mallard’s Adventure Factory and 
Pilot’s Power Tools will be forthcoming to fix this deficien- 
cy. Mallard indicates that a new Adventure Factory will be 
along shortly, but I’m not sure if the Pilot’s Power Tools’ air 
traffic- controlled adventures can be made compatible with 
the new lat/long scenery. The old adventures that it created 
are based on the antiquated North/East coordinate grid. 


Weather 

As I mentioned before, the clouds are beautiful. You can 
now assign cloud layers and wind layers with varying degrees 
of density and depth as you might expect, but you can also 
make the weather area global or local. The local areas can be 
assigned to move. Thunderstorms are represented by 
bitmapped photos of thunderstorms, which can be scaled to 
size. They look alright if they are combined with other cloud 
layers, but they are cardboard cut-outs; when you fly into one 
you just pop out the other side. In my preview copy they had 
no wind effect at all. I certainly hope wind effects are given 
some “teeth” in the final release. Random weather generation 
seems to work well. 

Anyone can get Flight Simulator off the ground and fly 
around. Landing is the first major hurdle to overcome and 
achieve a satisfactory flight experience. To help the novice, a 
“Land Me” feature has been added. You can just turn the 
controls over to “The Instructor,” who will land the plane for 
you at selected airports. Several other features to aid the 
novice have been added including “First Flight 
Familiarization” and “Simple, Medium, and Difficult Landing 
Practice.” 

A new feature that I found very useful in preparing this arti- 
cle is the “Flight Photograph”. At any point you can select 
this from the menu and easily grab a PCX file to be saved to 
disk. All of the screen captures you see here were done in this 
manner. 

In the Entertainment Menu, “Multi-Player” (flying via 
modem or null-modem with another player) has been aptly 
renamed “Dual Player.” It had been insinuated in years past 
that it might be possible to fly with many players, but that 
was never so. The old version was extremely buggy, and this 
version of Dual Player is also very buggy in the pre-release 
version. I was not able to maintain a connection at 2400 
baud, but 1200 did work — with the expected degradation in 
smoothness of the appearance of the other plane’s flight. No 
significant features have been added, but Microsoft seems 
committed to fixing the remaining problems. “Formation 
Flying” and “Crop Dusting” have been retained from 
FS4. There is a new feature called “EFIS Navigational 
Challenges” which I did not try, but which sounds 
interesting. 

As of this writing, it’s not clear what the official hardware 
requirements are. I certainly would not recommend trying it 
on anything less than a 386, although the official line started 
out to say that it would possibly run on a 286. Only 530K of 
conventional memory is required, but that assumes that you 
have approximately two megs of EMS/XMS as well. I 
would say that a bare minimum of two megs total RAM 
might work, but I’d say four megs is really the minimum to 
be safe. I am using FS5 with five megabytes of RAM and I 
still wish [ had more. I am still getting a few too many 
annoying disk accesses. 

What we have here 1s, I believe, a firm new foundation on 
which to build. Version 4 of Flight Simulator spawned sev- 
eral new companies just to produce add-ons for the base pro- 
gram. Version 5 is not perfect, but it’s a new larger foundation 
upon which the building can continue, without the constraints 
of sixteen colors and a flawed coordinate system.U 
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Feeling bigger than life this month, Intrepid Steve Bauman takes a trek 
on the Wild Side up to San Mateo California, to see what’s up at... 


Electronic Arts 





ow do I get myself into situations like this? I’m flying 
: to Electronic Arts, in beautiful San Mateo California, 

to preview three upcoming programs: Kasparov’s 
Gambit, a chess program, The Labyrinth, a CD-ROM-only 
adventure game, and Sea Wolf, a naval simulation. Let’s see, if 
someone put a gun to my head and said, “Play chess or die” I'd 
be, well, dead. I don’t own a CD-ROM (yet, but if I keep get- 
ting paid by the word I may soon have one), and submarine 
games are just too Freudian for me. In other words, I’m perfect 
for the job. “Wisdom is ignorance and stupidity is freedom,” I 
always Say. 
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7:30-8:30 AM [| spend over an hour on the freeway to trav- 
el the 33 miles from my house to the legendary Burbank “not- 
quite so International” Airport (thanks Johnny for putting 
Burbank on the map). The flight to San Francisco is over 500 
miles and takes just over 50 minutes, less time then the drive 
here. I love Los Angeles freeways and vow to learn how to fly 
in my spare time. 

9:02 AM The plane has boarded and it looks like no one will 
be sitting next to me. I get all excited about this because I’m a 
wee bit too tall for these coach seats (ah, the glamorous life of a 
journalist) and I may need the room to stretch out. Then panic 
strikes! It’s the dreaded “old lady who barely makes it in before 
they shut the doors,” and before you can say “standby on the 
9:30 flight,” she’s plopped down next to me, smelling of Ben 
Gay. 

9:30 AM She hasn’t said a word, and I’m busy writing down 
questions for the producers of the various games I’m going to be 
checking out. “Chess, hmm” is what I end up writing three 
times. The “waitress in the sky” comes down the isle handing 
out drinks, and I choose a fine glass of orange juice. The old 
lady gets scotch on the rocks. Cripes, lady, it’s 9:30 AM. You 
could at least have a Bloody Mary or a Screwdriver. I make up 
my mind at that point to sue the airline if A) She pukes on me in 
mid-flight, or B) She even mentions how many grandkids she 
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has, and how I remind her of her youngest son, the one who 
dropped out of college and joined the peace corps in ‘67, flipped 
out on a bad acid trip, decided he could fly at Altamont, and 
plunged to a painful death, impaling himself on the helmet of a 
Hell’s Angel. She doesn’t, and I don’t sue. There went the CD- 
ROM drive. 

10:04 | arrive in San Francisco to a dreary, overcast day. I just 
left a 100-degree day at home, so this is perfect. However, some- 
thing is amiss. Where’s the limo waiting for me? Where’s the 
VW Microbus waiting for me? Er, where’s anyone waiting for 
me? I walk around the airport for 30 minutes before deciding to 
call Electronic Arts. My contact, the wonderful Fiona Murphy, 1s 
allegedly on the way, and just as she is being described to me 
over the phone she happens to stroll on by. Her metallic green 
BMW Convertible is as close to a limo as I'll see all day, but 
who’s complaining? At least it has a leather interior... 
11:00ish We arrive at Electronic Arts’ offices. I assume 
that they have perhaps a floor in one of these really cool looking 
large buildings, but I find out that they own both of them, and a 
third somewhere nearby. Gadzooks, I really had no idea that 
they were this big, with over 1,000 employees. Our first stop is 
the cafeteria where I get my daily Dr. Pepper fix, and then we 
enter an elevator that speaks to us. Eerie. I’ve received no word 
on the rumor that it’s made by the Sirius Cybernetics 
Corporation. 

Our second stop is the fourth floor for a chat with the Associate 
Producer of Kasparov’s Gambit, Hal Bognor. | nod a lot when 
he talks about the various chess moves and strategies that 
Gambit supports and coaches you on. Hal admits he can beat 
the program on its most difficult setting, but then again he’s a 
Chess Master, as are the developers of Gambit, Heuristic 
Software, who have two International Masters and one FIDE 
Master in their ranks. They’ve been designing table-top chess 
machines since the early eighties. There hasn’t been a machine 
invented yet that can defeat every human, and Gary Kasparov 
doesn’t think that will ever happen since no opponents, whether 
human, computer, or some combination thereof, have been able 
to humble him since he became champion in 1985. In fact 
Kasparov, the current World’s Chess Champion, is in training 
right now for an upcoming tournament that just happens to coin- 
cide with the release of this program. 

Gambit is a hardcore chess simulation/tutor/teacher that is 
based on the Socrates II chess algorithm, which won the 1993 
International Computer Chess Championship. It eschews much 
of the glitz that has been associated with recent chess programs 
in order to give the gamer a really tough game. The one gim- 
mick/feature (which is actually quite impressive) is the digitized 
video and speech, done by Kasparov himself. It also includes 
different pieces, boards, and 3D and 2D views (as usual the 2D 
views are the most practical). 

Gambit is highly configurable, both visually and play-wise. It 
uses a Windows-like windowing system (a Windows version is 
planned for later in the year, and a Mac version will follow that) 
which allows you to move and resize the various displays. 

You can also fine-tune the opponents, which will allow you to 
get as close to a “human” opponent as currently possible. You 
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can adjust the player’s aggressiveness, creativity (will the com- 
puter remained focused on normal goals or become obsessed 
with certain pieces), attentiveness (my favorite — will it make 
stupid mistakes by overlooking the obvious), orthodoxy (does 
the computer use “‘classic” plays, or use avant garde or hyper- 
modern styles), and the overall strength of the opponent. Alas, 
there will be no modem or network play in the initial version, 
though the Windows version will likely have these features. 

Some of the key features of Gambit are its real-time coaching 
(which serves as a good teaching tool for the chess-impaired), an 
analysis board that shows the computer’s thought process (ooh, 
scary), multiple levels of tutorials (covering all sorts of moves 
I’ve never heard of), a quiz program (yikes!), and over 500 clas- 
sic games, some hundreds of years old, all with commentary 
included. It will also rate you as a player, which is a terrifying 
thought for someone like me. In my time with an early version 
of the program I did manage to raise my ranking from “pathetic” 
to “merely awful” (my descriptions — your mileage may vary). 
I hope someday to achieve “mediocre.” 

There have been Chessmasters, Chess Maniacs, Battle 
Chesses, Terminators, Sargons, and God knows how many 
other chess programs. So I guess the first question is, why 
another? Kasparov’s Gambit looks to be the hardcore chess 
program that chess players, and people who'd like to play chess, 
have been waiting for. The fancier programs may look better, 
but once you’re done viewing the thirty animations what’s left? 
An average chess program that you’ ll play in 2D overhead mode 
anyway. Whether you’re a near-Master or a novice, you re 
assured of a quality opponent and may learn something along 
the way. 
1:00ish-2:O0O0ish Lunch. | have a really great burger and 
fries, while Fiona has “some sort of pasta,” and our new com- 
panion Simon Jeffery opts for the salad. I decide that I’ll fash- 
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ionably not quite finish my meal. I wouldn’t want to look like a 
pig or anything. We rap about games and the industry. All of 
this is off the record, so you’ll just have to imagine all of the 
tasty things I heard about. Nyah, nyah. 

2:30ish | plop myself down in a chair in Electronic Art’s 
market research room, which has a Sega Genesis at every set, 
dentist chairs with leather straps, some headbands with electrical 
wires dangling from them, a large control room with a panel 
with all sorts of knobs and meters, and a large neon sign that 
repeatedly flashes PLAY, BUY, ENJOY, FUN in large letters. I 
don’t play with the Genesis as I’m a respected “computer inter- 
active entertainment journalist” and far above that sort of stuff. 
They do have a PC with a CD-ROM hooked up to it. Let’s see 
what they have in store for me (note: | made up the description 
of the market research room. It just had normal chairs. Really.) 

The Labyrinth is an anachronistic “search the maze” adven- 
ture game brought into the 90’s with stunning SVGA ray-traced 
and light sourced graphics and a fabulous 100% digitized score 
performed with REAL instruments (not those crappy MIDI 
strings — live humans plucking live strings, recorded, and digi- 
tized). It’s a fantasy adventure (what isn’t) featuring logic and 
object manipulation puzzles (what doesn’t), and uses Greek 
mythology as the basis for its story (more should). 

The story goes something like this. You are taken from the nor- 
mal world to battle King Minos as he tries to use a Labyrinth that 
crosses space and time to take over the world. He’s enlisted 
Daedalus to build it, and it not only looks fabulous but also has a 
number of historical locations to visit. Yes folks, it’s a time travel 
game, and you will need to solve events in the past that will affect 
the future. It seems you have an ally in Daedalus, who’s unable 
to oppose Minos but able to summon you to defeat him. 

The game features the ubiquitous icons and mouse interface, 
but they’ve smartly included keyboard hot-keys for the mouse 
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impaired. You will be aided by an extensive auto-mapping 
system. 

The Labyrinth plays entirely off the CD-ROM, with no hard 
drive installation required, though you will need one to put your 
saved games in. The game is quite fast, considering they 
weren't using one of the fastest CD-ROMs on the market. The 
sound was fabulous, and it was only 8-bit, 22khz sound. 

Being an original CD-ROM title with no floppy equivalent 
ensures The Labyrinth’s success; however its worth as a 
game will probably be, as was the case with The Seventh 
Guest, open to debate. There will be those who don’t find it 
particularly original (it’s not), some will criticize the move- 
ment (you move one square at a time, rather then the “wow 
Mom, look at me” animated rooms of Seventh Guest or the 
free-moving Ultima Underworld), and others will complain 
about the lack of full-motion video or speech. I was actually 
surprised when I watched the introduction and there was actu- 
ally text on the screen, rather then spoken dialogue. The rea- 
son: the music doesn’t allow simultaneous speech as it is all 
digitized, rather then MIDI-based. 
3:30ish My last stop of the day is back on the fourth floor. 
My elevator thanks me for using it. We have a nice chat about 
the weather. 

To say that John Ratcliff's SSN-21 Sea Wolf has good sound 
is an understatement, much along the lines of saying that Barry 
Bonds has been a worthy addition to the San Francisco Giants 
lineup. I didn’t see much of it, but what I did see was both 
visually and aurally fabulous. Others will have to judge the 
merit of its gameplay and/or strategy, but I was quite 
impressed with this one. 

The most unfortunate aspect of Sea Wolf is that most play- 
ers won't see the best of the visuals. The periscope view has 
the finest water effects I’ve ever seen, and the sky has to be 


seen to be believed. Waves ripple, lightning flashes, thunder 
thunders, and ships, er, float, all in amazing detail. Of course 
you're dead meat on the surface, so most of the time will be 
spent in the sonar room. This is where the sound comes into 
play. Sea Wolf supports every sound device on the planet, 
and for the higher-end cards, it uses true 16-bit stereo sound. 
Playing with headphones will be the optimal thing to do as 
you'll get better imaging that way. You’ll hear ships, pings, 
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firing torpedoes, dolphins, whales, and perhaps even singing ARTS 





Russians. As with Ratcliff’s earlier effort 688 Attack Sub, 
Sea Wolf will offer modem play. Unlike it, it will also have 
network play. This should be a big hit, as was 688. 

4:00 It’s time to start the short trek back to the airport. I get to 
walk through the EA Sports section of the building, the one 
where grown men and women sit at Sega Genesis machines play- 
ing numerous sports games. I think that this is a great country. 

[ make a last ditch effort to borrow a 3DO machine “for evalu- 
ation purposes.” My passionate pleas fall upon deaf ears. “The 
public needs to know,” I argue. I throw the first amendment 
around but they won’t even let me see one. I consider making a 
banzai run to the 3DO area and trying to sneak a peek, but all of 
the rooms at EA have those little things you have to enter a pass- 
word on in order to enter the room. Oh well. 

To sum all of this up, Kasparov’s Gambit: A chess player’s 
dream. The Labyrinth: Solid and entertaining, but don’t 
expect to be blown away or you'll be disappointed. Sea Wolf: 
An aural extravaganza that’s not be missed by sound card 
lovers. I'd like to thank Electronic Arts for putting up with me 
for the day and giving me that natty bag to put all of my good- 
ies in. It looks like EA has moved away from its “quantity 
over quality” era and is moving toward fewer, higher quality 
products. All of these programs should be out by the time you 
are reading this, just in time for your pre-holiday shopping.) 
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en I was first asked to put together a synopsis of 
what it took to develop Starship, my initial reaction 
was..GREAT! NO PROBLEM! I’ve been eating 
and sleeping this project for ten months!. I know everything 
about this business as well as video game development, right? 
WRONG... 

Well, I must say, when I finally began to write this article, 
one thing kept running through my mind constantly. “What 
the heck am I going to say?” It seemed as if all the graphic 
design meetings, 3-D modeling memory errors, programming 
problems, music and voice scoring, and the design of the pack- 
age materials simply were completely erased from my mind! 
Let’s face it, when you’re eating and sleeping the design of a 
state-of-the-art game you’re supposed to be in touch with 
everything, right? Once again you guessed it... WRONG! 

Developing any game (especially one that cost quite a bit more 
than average and which is over budget) requires a lot more than 
just a desire to make money. It first and foremost requires a 
solid love for the art itself, as well as I feel, a certain degree of 
childish fantasy. Why else would a grown man stay up until 
2:00 in the morning eating ice cream so the sugar buzz will keep 
him awake long enough to escape from the dungeon and cast a 
spell on the bad guys so you can get the big bad wizard’s power 
sword from hell! Like I said you gotta be a little touched. 

When we all first decided to develop Command Adventures 
- Starship, the first thing we said was “Oh no! not another 
space combat arcade game!” There has definitely not been a 
shortage of products that fit that theme. But when we sat 
down and analyzed what was missing in all those games, we 
discovered that there lacked four major elements: graphics, 
animation, sound, and playability. Even though the product 
we really wanted to develop was an enormous task, we all felt 
it would be worth the effort. We wanted to take the same old 
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concept and go crazy with detailed graphics, visuals and audio. 

We finally decided to simulate a vast universe combining two 
major elements. One was a “space combat” arcade-type game. 
This portion comprises over fifty various types of starships, all 
of which have extremely detailed graphics (you can even see 
shadows and burn marks when your ship is hit!). We even 
added texture mapped planets and space junk. Anyway, the 
object of the game is exploration and combat (nothing new). 
But we really developed the product from the graphics point of 
view. Not just a screen that says “You have landed..Press A to 
mine, B to fight, etc. I think you get my point. 

The second portion of the game involves a “ground combat” 
mode. This allows you to send an away team to the planets (or 
captured starships), to secure isolation sectors and ultimately 
gain control of the planet. You actually control your away 
team consisting of: Security officers, Engineering personnel, 
and Medical officers. Each has their own function to perform. 
The view is from the top down perspective. You have the abil- 
ity to change weapons on the fly, as well as actually take con- 
trol of each character’s moves, attacks, etc. (Greenpeace Is 
gonna’ love this game!). 


Typical scenario 
for the first 10 minutes of play: 

You’ve just selected a commander and home world. Next, 
you decide to select an initial starship and equip it with all the 
basic stuff (like I said, not a new idea.) Then you proceed to 
head out into space for a quick look around the sector. After 
cruising for a minute, you spot a red dot on your radar. You 
decide to select COMMS to see what he’s up to. He responds 
with a not so friendly, “DIE ALIEN SCUM!”. Well that does 
it, you decide to arm three stations with your bad-boy weapons 
and kick some alien butt! After getting hit nine or ten times, 
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It's all up to you! The skies are swarming with bandits. 


Only you stand between the threat and your carrier 
battle group. 


Lock on your radar and launch the Navy’s advanced 
weapons to destroy the most sophisticated enemy 
targets ever developed for a MicroProse simulation. 
Roll, turn, climb, and dive to out-maneuver enemy 
aircraft using an artificial intelligence developed right 
out of Soviet and Third World military doctrine. 
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A computer-controlled wingman responds 
to your every command. And, you'll 

interact with strike packages that include 
F/A-18 Hornets, A-6 Intruders, A-7 Corsairs 
and E-2C Hawkeye AWACS. 


Featuring the latest in 3-D terrain technology 
derived from digitized information taken from 
LANDSAT geological surveys, you'll pilot your 
F-14 through actual locations. 


Fleet Defender from MicroProse. We brought you 
the F-15 Strike Eagle, now try the F-14 Tomcat 
featuring the most authentically modeled F-14 
systems available anywhere outside of the Navy. 
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your ship looks like toaster strudel, but he’s a goner. 

After toasting him, you decide to board his ship. This is also a 
top down scene just like the “ground combat” system. He only 
has about ten or twelve crew members so you take ‘em out fairly 
quickly. You can then grab all of his stuff, and tow him back 
with a a tractor beam to the nearest starbase. You sell the equip- 
ment for a mere 898,500 dragnari, just enough to buy some new 
shields. After re-arming, it’s another jump into space. 

You then decide to check out an unexplored planet in the sec- 
tor. You send your away team down to check it out (don’t for- 
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get that engineer, he’s important). First, you send three guys 
to the north, two to the east just outside the alien installation, 
four to guard the ship, and the engineer to start building the 
isolation barrier. Suddenly out of nowhere a dragon-looking 
guy starts spewing some nasty stuff in your direction. You 
immediately take control of your characters and after ganging 
up on the guy, he’s vapor trails! You took a little damage but 
you brought along a medical officer to take care of the bleed- 
ing, so everything’s alright. After “removing” the aliens your 
engineer must construct all four corners of the barrier in order 
to secure the planet. Without the corners secure you are not 
able to secure the planet, and as a result, get squat. No new 
weapons, no cash, no nothin’ — Got It?! 

We wanted to put all the things in the game we wanted to 
play as gamers. Things like taking notes of where you’ve 
been, tons of ship and ground weapons, over fifty types of 
detailed starships, the ability to change weapons on the fly (in 
real-time), great audio tracks to keep us on the edge of our 
seats, and tons of voices and sound effects (I’m not kidding). 


In the case of Starship, 
what we decided was: 

First, to develop a game that had the ability to be replayed 
over and over again. To completely regenerate the entire uni- 
verse. | mean, so many times you get to the end of the game, 
the bad guys are dead and that’s it (not to mention the ending 
animation sequences, which are a big letdown)! Not that you 
couldn’t play it over but it’s never the same! You always 
know where most of the stuff is going to happen. Even in 
strategy games you get to know the strategy of the computer. 

And second, to push the 3-D graphics envelope. Gamers are 
becoming more and more sophisticated in selecting products 
that excite the senses visually and audibly. One of the key ele- 
ments we implemented in the game were the stunning anima- 
tion sequences, to give realism to the old space travel experi- 
ence. Using the latest 3-D modeling software, we were able to 
give real motion to objects. 

Third, to push the music and audio envelope. One of the 
most challenging tasks in developing the audio portion of 
Starship was the implementation of new voice and effects dri- 
vers which allow up to eight (yes, eight) effects and voices to 
be played simultaneously. It really enhances the experience 
when you’re on an icy planet and along with your ship com- 
munications and explosions you here in the background a gust 
of icy wind swirling around your landing team. 

Fourth, and the most important aspect of all: playability. 
So many times a game begins and the interface is either so 
complicated that the fun factor goes through the floor, or the 
design of the product lends itself to absolutely no purpose at 
all! With Starship, we paid extreme close attention to the 
overall real-time action and playability of the game. Such 
things as ship speed vs. firing at the enemy and maneuvering 
were all played for a perfect balance of fun while actually 
adding strategy to the game, not just “Fire like a madman 
until something blows up!” 

Attempting to implement all these aspects in Starship was no 
small task. It took us ten months of intense planning (and the 
infamous late night pepperoni pizzas) plus a lot of dedicated 
people to make it a reality. 

I sincerely hope you enjoy playing Starship for years to 
come. It is a product that we at Future Vision are extremely 
proud of. And as game developers we will be back to business 
as usual....Playing until 2:00am. Making sure that the inter- 
stellar phantom particle exploder is mounted on the Dorian 
battleship! ‘Cause that @#!%* Rogarian commander wants a 
piece of my Oh — sorry, I get just a little hyperac- 
tive when I’m eating ice cream... U 
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DOS 5.0 or later 


Graphics 
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Keyboard and Mouse 
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Shake, Rattle and Roll 


By Samuel Brown Baker Ii 


s a kid, I had a Lionel train set. 
Around Christmas and my birth- 
day I would look longingly at 
the Lionel catalog at the different 
engines and cars and sigh in anticipa- 
tion. I clearly remember one engine 
which I never got, the 2-CO-CO-2 GGl. 
It was a sleek thing of brown plastic, 
with strange antennae that went up and 
down on its top. At the time, that engine 
was too expensive for me to buy. Thanks 
to Railroad Tycoon Deluxe (RRTD), | 
can now have 40 of them, if I want. 
Trains fascinate most of us. Their beauty 
and power appeal to us as children, and 
the call of exotic names and locations 
beckon to us, even as adults. So the orig- 
inal Railroad Tycoon beckoned us also 
with the promise of building our own 
railroads to cities we might never see in 
the flesh. RRTD is an update of 
MicroProse’s attempt to bring the lore of 
trains to the desktop. 

With RRTD it is much like the old 
wedding ritual; something old, some- 
thing new. The interface is unchanged. 
Options are selected from pulldown 
menus by mouse or by typing the first 
letter of the menu or menu choice. The 
menus are arranged as before with a few 
changes. One that will be quickly noted 
by old engineers is that the station boxes 
are now available as a submenu selec- 
tion, along with the resource map. 

One thing that has changed about the 
interface is the mouse pointer. It is now 
a small dark cyan pointer with a white 
outline. Since most of the map areas on 
any but the lowest level detail map are 
various shades of green and cyan, the 
mouse pointer is easily lost and is hard 
to see even in the best circumstances. 

This interface is now showing its age in 
some areas. You cannot load a saved 
game from within RRTD. Instead, you 
must leave the game and reenter. 
Settings are not saved from game to 
game. Each time you start the game, 
train messages are set to fast, and when 
starting a new game, station boxes and 
the resource map must be turned on. 

All menus that access things such as 
the train income report or the build 
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2-8-() Consolidation 


40 mph (0%), 
40 mph (0%), 
40 mph (0%), 
32 mph (0%), 
27 mph (0%), 
24 mph (0%), 
21 mph (0%), 


Maximum Speed: 40 mph. 
Power at Drawbar: 2500hp 
Price: $50,000 


Rated Train Speed / %Grade: 


40 mph (1%), 
38 mph (1%), 
28 mph (1%), 
23 mph (1%), 
20 mph (1%), 
17 mph (1%), 
16 mph (1%), 


40 mph (2%), 
30 mph (2%), 
22 mph (2%), 
18 mph (2%), 
16 mph (2%), 
14 mph (2%), 
13 mph (2%), 


38 mph (3%), 
25 mph (3%), 
19 mph (3%), 
16 mph (3%), 
14 mph (3%), 
12 mph (3%), 
ll mph (3%), 


32 mph (4%), 
21 mph (4%), 
16 mph (4%), 
14 mph (4%), 
12 mph (4%), 
10 mph (4%), 





menu still only let you do one thing each 
time you select them. For example, 
when making several improvements to a 
station at once, it is annoying to have to 
click on the build menu, then click on 
the improvement then look at it being 
built, then have to enter the build menu 
and begin the process all over again. It 
would be much easier, especially for the 
train income menu, if you could stay in 
that menu and repeatedly select trains to 
look at. This would ease those train 
upgrades considerably. 

When building several trains at one go, 


it becomes tedious to watch the engine 
rolling out of the shop and roll to a stop 
to await its consist. There is no keypress 
to escape the sequence, and it even 
appears when all animation and sound is 
turned off. 

The new graphics are hit or miss. 
Trains are rendered in beautiful colors 
and look as if they will take life any 
moment. The animation screens that 
existed for bridge building and tunnel 
construction have been replaced with 
static digitized photos from the steam 
and diesel eras. They are nice photos, 
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but I missed the old bridge construction 
animation, with the laggard crew man 
running back across the bridge. The 
Opening animation is similar and leads to 
a nice opening screen giving selections 
of area, time and difficulty of play. 

The various stations are depicted much 
as before, with some added depth from 
the additional colors of VGA. South 
America and Africa have attractive new 
stations and buildings with backgrounds 


income menu. Now the screens for the 
different reports are much more pleasant 
to look at; however, they are much hard- 
er to read and extract useful information 
from because the fonts are much small- 
er. The stock report is particularly hard 
to read since the record of stock fluctua- 
tion only uses about one third of the 
screen. Pretty graphics that have no 
information take up the rest. 

The city names have been redone in 
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appropriate to their locales. The playing 
area appears unchanged. The subtleties 
of a 256 color palette were used to give 
more shading, rather than totally redone. 
The animations of station construction 
and improvements are the same bit-by- 
bit resolution into completed buildings. 
The newly built trains still emerge from 
their shops, and all the wheels turn as 
they move to receive their consists. The 
old newspaper headlines are still there, 
but the graphics have been redone, look- 
ing very realistic. 

The financial report graphics have all 
had an overhaul except for the train 
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yellow, without the black underlining of 
the old edition. They are much harder to 
read against the general green back- 
ground of the screen. 

In detail view, you might think at first 
the game is woefully slow, even on the 
highest speed settings. However, move 
up to the next level of detail and voila! 
the game accelerates. The game moved 
quite well on my 33Mhz 386DX, with 
no annoying pauses, except for the open- 
ing animation which was jerky. In turbo 
mode a year took approximately one 
minute to roll by, and the moderate 
speed setting felt very comfortable. 


The sound effects and music have a 
few new wrinkles, mostly in the realm of 
digitized vocals for those having Sound 
Blasters and such. Having both a Roland 
LAPC-1 and a Sound Blaster Pro, I was 
disappointed that the split of effects left 
me with the whistles of the Roland, as 
opposed to the lovely digitized ones that 
issued forth when I used the Sound 
Blaster alone. The music and regular 
effect volume levels when using the 
Sound Blaster were quite a bit lower 
than the settings for the Roland, except 
when the Sound Blaster Pro was used 
for special effects. It was frustrating to 
have to choose between the wonderful 
engine sounds of the Roland or the great 
train whistles of the Sound Blaster. 
When using the Sound Blaster, it was 
strange to build an electric or diesel and 
hear a steam whistle be blown as the 
train left the yards. 

The manual is essentially the same as 
the one that came with Railroad Tycoon. 
The cover has been changed and the 
copyright and title pages, but the rest 
was left as is. The new areas and ele- 
ments added to the game are explained 
in the technical supplement. The multi- 
sheet cargo aids that were printed on 
laminated card stock are now one three- 
section foldout. Having them all together 
makes them much easier to keep track 
of, but late hour coffee stains will no 
longer wipe away. 

One area (England) is gone, but three 
are added. You can now truly make East 
and West meet, since all of North 
America is yours to play with. South 
America with the great mountain ranges 
and the rain forest also awaits the first 
spike. You can explore the lower half of 
Africa and watch the headlines of past 
colonial conquests roll by. Europe has 
two starting times: 1830 and 1890. The 
North, East and West American scenar- 
ios let you start in 1830, 1850, 1880 or 
1890. South America starts you out in 
1890, and Africa starts in 1870. A 
notable lack in the software is the tutori- 
al scenario that was in Railroad Tycoon 
and is mentioned in the manual. 

There are new cargoes to go with the 
new lands. Africa has copper, rubber and 
sugar which may be sent to factories to 
make export goods, another new cargo. 
Troops must be taken to their outposts. 
In South America sugar is also to be 
found, along with export goods and, of 
course, coffee. 

There are eleven new engines including 
my beloved GGI1. Four of them are 
European, the rest American. Each of 
them is a welcome addition to the yards 
with the 85 mile per hour speed of the 
GG1 being most welcome when it enters 
North or South America. Playing South 
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REVIEW 


America gives a strange and pleasing 
mix of American and European train 
designs with the former dominating near 
the end. 

What MicroProse giveth, they also 
taketh away. While there are new 
engines, several of the old engines are 
gone. Most conspicuous of which is the 
Tres Grande Vitesse. Since Europe now 
starts in 1870 rather than 1900, the two 
later European diesels are gone and so 








(sadly) is the Chapelon Al. 

The AI has remained unchanged and 
can easily be beaten, once you have 
played a bit. The old love-em and leave- 
em ploy of buying stock in competing 
railroads can still be used to devastating 
effect. You can either buy them outright 
or pump up their stock by repeatedly 
buying and selling, forcing them into 
massive debt and driving them under. In 
fact, it is now easier to get rid of those 
pesky competitors because there is a 
chance that a company whose stock has 
fallen below five dollars will go out of 
business. It would have been nice to be 
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able to play this game with real oppo- 
nents via modem or a network. 

There were a few bugs or features that 
should be mentioned. On one occasion 
half of a tunnel disappeared from the 
map. On my first encounter with this 
trains would no longer run over that sec- 
tion of track until it was rebuilt. The sec- 
ond time, when I loaded the game again 
to explore this anomaly further, trains 
ran through that square with no ill 
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effects and trains could still be directed 
over that section of track. 

At another time I built a station on the 
edge of the map. When I tried to click 
on the station to improve it, I was 
unable to get the highlighted square 
where activity takes place over the sta- 
tion using either the mouse or the key- 
board and was only able to access it 
through the station boxes. This made it 
impossible to improve the station or 
change the signal. 

Having a cool $12 mil. in cash might 
seem like a tidy sum, but when you are 
struggling to gain control over several 


competing railroads at once, the money 
can vanish quickly. It also lessened my 
enthusiasm for the later stages of the 
game. Also, once a player has hit the 
12,000,000 dollar (or pound) limit on 
cash, the investors owning outstanding 
shares act bizarrely. In years when my 
stock went up seven dollars or more (in 
one case splitting two for one), they 
were at least concerned and, on some 
occasions outraged. Fortunately, having 
only 10,000 shares, they couldn’t do 
much other than raise a ruckus at the 
stockholders meetings. (grin) 

To the credit of the programmers, I 
found that congested areas of rail that 
had already been double tracked could 
be relieved by constructing parallel 
routes. Trains would then take the alter- 
nate sections when others were full. 

For those who want a software toy, the 
money cheat is still in the game. By hit- 
ting Fl and then shift-dollar sign, you 
can give yourself 500,000 a pop. This is 
nice for those times when all you want 
to do is build the road and let it run. 

My biggest frustration with the original 
was its limitations: no more than 32 
trains or stations, 96 signals. Hardly the 
number needed for a vast, continent 
spanning rail empire. Then, too, there 
was only one continent that one could 
span since the US was broken up into an 
East and West. While you can now build 
a railroad from coast to coast of the US, 
the only one of these limits which was 
raised was that of trains. You are now 
allowed forty trains in service. This was 
my biggest disappointment with the 
game. With the large new areas you are 
given to play in, it takes much of the 
pleasure of having large expanses at 
your disposal to see markets unplumbed 
because you have reached the station 
limit or can no longer add a train. 

I found myself in a bit of a box work- 
ing on this review. The old game was a 
favorite of mine, going back on my 
hard disk several times when I was in a 
lull between new games. This new ver- 
sion will most likely do the same, and 
yet it could have been a permanent resi- 
dent with a few changes, if only to sta- 
tion and train limits. The game and 
components speak of a money and 
development crunch. I had the impres- 
sion that this game was put forth to try 
to recoup losses from elsewhere in their 
line. Much more could have been done 
to make this lovely old girl fashionable 
again. For those looking forward to a 
grand new version of an old favorite, 
there will be some disappointment, yet 
the new areas offer good play value. 
For those who have never played the 
original, this is still a charming game 
and worthy of purchase.U 
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ilence filled the training center as the grizzled 
Terminator Training Officer mounted the dais and 
stood behind the podium. His face bore the scars of a 
thousand battles, and his forehead displayed three metallic 
studs, each commemorating a decade of service to the 
Emperor. The young warriors listened intently as he began his 
lecture, knowing full well that anyone that had survived as 
long as this man had against the enemies of mankind was well 
worth listening to. 

In the shadows at the edge of the room, a tech-priest dis- 
played images on the screen behind the instructor. The 
Veteran began the day’s lesson...] 





Space Hulk contains several different mission types, and 
each will require a different strategy in order to be successful 
in defeating your foe. Many concepts are common throughout, 
and you would do well to develop a sound, basic philosophy. | 
will discuss some elements of such a philosophy here. 

You will live or die based on the placement of your troops. 
Their skill and valor will do them no good if you have left 
them in unsupported positions or if a threat can come upon 
them in such a way that said threat remains invulnerable. 

You should thus always be thinking in terms of forming a 
perimeter behind enemy lines, for that is truly what your job is. 
‘Stealers are just as happy to attack your Marines from behind 
as they are to charge into the fire of their Storm Bolters. Your 
Marines won’t like it one bit, though. To be attacked from the 
sides or rear is to perish, your duty to the Emperor unfulfilled. 
You must keep your squads together in a cohesive unit. 
Scattering them throughout the Hulk will result in their doom. 
Even when the mission assignments require one Marine to act 
alone, he must have comrades in position to cover his retreat, 
should the opposition be more than he can handle. Also, one 
Marine must be covered by another, so that should he fall, his 
brother can exact cruel retribution upon his murderer. Be care- 
ful, though, that you do not allow Marines to bunch up in a 
corridor. Doing this allows the Genestealer to kill all of them 
at once, simply by killing the lead Marine. A Marine in the 
square directly behind him will find himself in close combat 
without ever firing a shot. Try to maintain an interval of three 
to four squares between Marines. 

Make an effort early in each mission to identify the approach- 
es that the enemy can take. Cover these areas with Marines in 
such a way that one’s fire can support another, if possible. If 
one Marine falls, another should be in position to take his 
place. This will reduce your losses and increase your chance 
for success. 
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It is as important to know how to move your Marines as it is 
to know where to move them. From the Planning Screen, you 
can plot long, complicated courses for your Marines. The 
problem is that they may run into a threat to which they are 
unable to properly respond. An example is the Flamer Marine. 
If you order a Flamer Marine to flame a square and something 
blocks his line of sight to the square, such as a Genestealer or 
another Marine, the order will be ignored and he will continue 
with the next command. This might be a problem if you are 
expecting the purifying flames to block an important passage- 
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way. Instead of having a clear path for your squad to move 
through, you now have a dead Flamer and a Genestealer on the 
loose within your perimeter. 

On many missions, however, you will find that there are no 
‘Stealers initially in your operations area. This is the time to 
move swiftly, and you might want to program-in longer 
moves. Deploy your forces to cover possible enemy approach- 
es, while the remainder of your squad sorts itself out to move 
toward your objective. Be careful not to overreach yourself. 
Your foe moves quickly, and you must maintain a careful 
watch on your Marines to insure they are not attacked before 
they reach their destinations. 

Each move should consist of a short-term and a long-term 
objective. The Marine’s long-term objective might be to hold 
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TIPS 


a certain corridor, while his short-term objectives will be the 
steps he must take to accomplish this. Examples of these are: 
opening a door, moving through a room, or turning a corner. 
These sound simple, but the Devil is in the details. The best 
place for a Genestealer to attack a Marine is to rush him as he 
nears a closed door or corner. This gives your Marine little 
time to attack; the 

‘Stealer will be on him in no time in such circumstances. 

In order to improve their survival rate, Storm Bolter Marines 
have been trained to simply shoot doors off their hinges, but to 
successfully get around the corner will require your assistance. 
You should take over the Marine about four to five squares 
prior to turning the corner. Use your scanners to check for 
blips on the other side. Often you will find a blip lurking in 





the square just out of sight. The best thing to do is to fire your 
weapon at the end of the wall, as if you were trying to shoot 
around the corner. You will notice that the Bolter shells seem 


to curve, just a little. Sometimes you can catch the enemy 
unawares this way, scoring an easy kill and clearing your path 
to the corner. Advance one square at a time, resisting the 
temptation to program in the move, unless you are positive the 
coast is clear. Remember that Bolter fire is more effective 
when controlled by you rather than by the Marine himself. 
Use this knowledge to your advantage. 

He who hesitates is lost. Keep your forces moving. If you 
find yourself getting bogged down, you can be sure that the 
enemy is marshalling his forces to break through your defens- 
es. This is when bold action is called for. You may find that 
one side or the other is receiving little attention. 

This is your one chance to bolster your forces elsewhere, per- 
haps forcing your way around that vital corner to open a new 
fire lane. Be sure to close the gap in your defenses quickly, 
however. Often a Flamer Marine is best suited to this, as he 
can Flame a vital junction then move away, holding off several 
of the foe until a rearguard can get into position. 

Often the difference between glorious victory and ignomin- 
ious defeat will rest in the hands of a single Marine, to whom 
has fallen the task of holding a vital passageway, keeping the 
vile Genestealers from his comrade’s backs. The method for 
doing this depends on the Marine you select. 

Marines armed with Storm Bolters are your most common 
troop type, so it is imperative you become expert in their use 
and deployment. A Marine left on overwatch will engage any- 
thing he sees move within twelve squares. A Bolter can shoot 
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much farther however, so | find it useful to fire a few shots 
blindly down a corridor every few seconds, in the hopes I 
might catch somebody unawares. When the attack comes, 
‘Stealers will begin pouring down the corridor in packs, hop- 
ing that your Marine will jam his weapon or miss. The lead 
‘Stealer may perish, but his brothers will be much closer to 
your Marine. There seems to be about a thirty-three percent 
chance per square that your Marine’s fire will hit and penetrate 
the Genestealer’s thick carapace. That means that if you have 
between four and six squares between you and your enemy’s 
starting position, your odds are fairly good that you can take 
one ‘Stealer out. However, if they attack in a strength of three 
or more, you might find yourself overwhelmed. As a rule of 
thumb, try to give a Storm Bolter Marine as much room as 
possible, preferably ten squares (although sometimes this still 
isn’t enough.). 

Marines armed with Autocannon are especially deadly, but 
they run out of ammo quickly. They must be treated as a pre- 
cious resource, used only where necessary. I have found them 
to be particularly adept at killing large quantities of Stealers 
with great efficiency, but if you deploy them improperly you 
will find them wasting ammo on minor threats that could have 
been dealt with via a Storm Bolter. I tend to try to keep these 
guys in a position where they are unlikely to see a lot of action, 
but where it could be disastrous if the enemy breaks through. 
They have a high percentage chance of scoring a kill, and 
when placed properly, can do the work of several men. They 
are excellent for securing a corridor necessary to the comple- 
tion of the mission, but after they’re done you’d better have a 
Storm Bolter handy to cover their escape, or they will be lost. 

Marines armed with Flamers are often supplied on missions 
where you must purify a particular room with flame, and there- 
fore you will seldom waste Flamers on holding a passageway. 
However, sometimes a Flamer is not critical to the mission, 
and you can use him to keep the ‘Stealers at bay through the 
Planning screen. After you have maneuvered him to the corri- 
dor you need held, hit “Freeze” and switch to the Planning 
Screen. Program-in the following sequence of commands: 
move into the closest fire square, then fire into the next square 
(which should show flame as well). Repeat this as often as 
you have room or wish to. The Marine will not move into a 
flamed square, but will wait until the flames die, and hence 
won’t reach the fire command until he has a clear field of fire. 
Each iteration of this sequence will buy you about nine to ten 
seconds. You generally have enough commands to do this 
twice, providing about twenty seconds of relative safety. If 
you don’t intend to return to this Marine to repeat the sequence 
again, remember to provide the Marine with an order to retreat 
at the end, or you’ll lose him. One problem is that sometimes 
Genestealers survive the flames (about a one in six chance), 
and your Marine and corridor will be lost. Nothing’s perfect. 

Some Marines are armed with powerful close combat 
weapons rather than ranged weapons. These Marines are espe- 
cially suited to the task of bottling up the enemy. The 
Lightning Claw Marine is almost invincible, striking down the 
Unclean with virtual impunity. The Thunder Hammer is only 
slightly less effective. One benefit with these Marines is that 
you won’t have to watch them too closely. Simply program 
them to go where you want, make sure they get there and go 
on about your business. Their main weakness is that they are 
defenseless to the sides and rear. If you don’t have positive 
control over their rear, you must station a Storm Bolter or 
something to protect them. This is especially true while they 
are on the move. 

With the exception of these Marines, you should always 
avoid close combat against the GeneStealers. The odds of a 
Marine armed with a Power Glove or a Chain Fist is only 
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TIPS 


about one in three. The odds for a Marine with a Power Sword 
are only slightly better. 


[The lecture completed, the young Marines turned to their sim- 
ulator decks. Each was equipped to simulate a combat situa- 
tion, as well as the challenge and confusion of controlling up 
to two squads under combat conditions. It was here that the 
future Terminators learned the steps necessary to complete 
their missions. The screens came to life, and the Instructor 
began the day’s exercises...] 


Activate your simulators and select Advanced Training 
Mission number five. In this mission you must get one of your 
flamers to the computer room down at the bottom of the map. 





You have two squads, each consisting of two Storm Bolters, 
two Flamers, and a Lightning Claw. Examine the map careful- 
ly. You will see that you will begin with each squad bottle- 
necked. Your first task should be to sort your squad into a for- 
mation that will allow you to move them without stumbling 
over each other. You should move the Lightning Claws (One 
& Six) to the door. They will be able to kill anything coming 
through, and they will be moving out into the corridor first. 
Storm Bolters (Two & Seven) should be deployed to where 
they can cover the passageway leading out. The remaining 
Marines should be deployed as follows: the other Storm 
Bolters at the door across from the Lightning Claw, and the 
two Flamers behind them where they’re out of the way. They 
will be moving out last. All these moves should be pro- 
grammed in the Planning Screen prior to leaving Freeze time. 
If you watched the scanner during the mission briefing, you 
will have noticed that there were two ‘Stealers already on the 
loose in the sector, one of them on Squad Two’s side. This is a 
good indication that you will come under attack early in the 
mission. You should take manual control of Marine Seven, as 
he’s responsible for the passageway the attack is likely to 
come from. With your hand at the controls, he should deal 
with the threat easily, giving your Marines time to get into 
position. 

At this point, you should hit Freeze and consider your 
options. You want to move one squad out at a time, leading 
with the Lightning Claw, followed by one or both Bolters. 

The destination for the Claw will be to hold the doorway on 
the side of the passageway, allowing a safe path for your 
Bolters to storm the South end of the sector. The other Squad 
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will maintain its position, moving only if the other gets bogged 
down. You do not want to make any move at all if your 
perimeter is not secure. Decide which side looks weakest; this 
is where you’ll attack. Move the Claw to the square just past 
the passageway connecting the Northern end. Move the sec- 
ond Bolter to the crossing passage. This will protect the squad 
from being attacked from the rear, should a ‘Stealer make it 
through the fire of the other Squad. Move the Bolter you 
placed to cover this passage down a few squares, so that his 
effective range of twelve squares will cover the entire length of 
the corridor, and take control of the Lightning Claw. 
Remember, he’s vulnerable from the back and sides. Don’t 
move him to the door unless you are absolutely sure that a 
‘Stealer can’t get to him. Also be careful to set up the second 
bolter’s move to happen after the Claw has moved, otherwise 
one will block the other. 

After you have the moves programmed and have manual con- 
trol of One or Six, release Freeze and begin your moves. Once 
the Claw has passed the first corridor, you should see the 
Bolters moving into their positions. If you have the Freeze 
time to spare, I recommend you hit it from time to time to 
check the other squad. Make sure that nobody’s jammed up or 
about to be killed, then switch back to your Claw and resume 
play. Watch your scanner carefully. Move one square at a 
time until you have reached the square just prior to the door. 
Wait until the other side of the door is clear, then move up one 
square, adjacent to the door, turn and enter the door. ‘Stealers 
will begin hurling themselves at the Claw, but that’s OK, he 
should be able to handle it. 

Now, switch to the Bolter Marine who’s covering his back. 
Quickly move him up even with the Claw. Check your scanner 
and if the opposition is still attacking the other squad, hit 
Freeze and begin programming your big push. Set the Flamer 
Marines to move straight down the hall, stopping just short of 
the corner. Release Freeze time and continue riding in the 
Bolter’s head. If you see a ‘Stealer getting close, back off a 
couple of squares and wait for him. Haste can be deadly here; 
the victory will go to he who knows when to strike. When the 
Bolter can make it, move him around the corner and stop at the 
first junction. The Marine will have one entry point to his side 
and another in front of him. You’ll have to control him manu- 
ally, turning from side to side to deal with threats. 

Once the Bolter and Flamers are in position, hit Freeze again 
and program the final attack by the Flamers. Move the Bolter 
one square into the ‘Stealer entry passage, clearing a path for 
the Flamers. The First Flamer should come around the corner 
and flame the far intersection, then program the Marine to 
waltz his way to the Computer Room, cut loose with another 
burst of purifying flame and receive the accolades of your 
Chapter, reveling in your Glory. The Second Flamer is an 
insurance policy and could be used to shore up whatever 
defense gets breached. The other squad is only used to draw 
attention away from your main attack. If your main attack is 
blunted, follow the same steps with the other squad; this 
should draw some attention their way and free up your attack. 


(Elrik felt the sharp tang of battle-lust course through his veins 
as the shuttle made contact with the drifting Space Hulk. The 
clang of impact rang throughout the small compartment. 
While he waited for the ship’s lasers to chew their way 
through the Hulk’s hull, he reviewed his mission for what 
seemed like the hundredth time. 

Somewhere in the section of the derelict spaceship that they 
were about to invade were the three lost scrolls of the prophet 
Venoxin. They had been lost for millennia, and were of incal- 
culable worth to the Emperor. It was the assignment of his 
squad to retrieve them while the rest of the Dark Angels 
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TIPS 


Chapter was engaged elsewhere. He was honored to have 
received this mission; its successful completion would bring 
glory to the DeathWing Company. 

His body tensed as he heard the rumble, then crash of the 
Hulk’s outer surface falling into the ship as it gave way. 
Then the hatchway before him irised open, and he looked 
into the depths of the alien vessel: a long passageway 
stretched out before him, punctuated about halfway down by 
a small chamber and terminating at a “T” with an intersecting 
corridor. As he hurled himself forward, he checked his scan- 
ner. The immediate area was free of the enemy, but he knew 
it wasn’t likely to stay that way for long. He had to identify 
the likely points from which the enemy would attack and seal 
them off, or the mission would be doomed. The scanner 





showed that the area in the center of his current passageway 
was surrounded by dead ends. That should be safe enough. 
The attack would come from the crossing passage at the far 
end. 


Shouting into his mike, he ordered, “Brother Arethrus, all the 
way down, turn left and halt! Everyone else hold up at the end 
of the passage. Squad, move out!” The Terminator Marines 
leapt into action like the well-trained machines that they were. 
In a moment they were at the end of the passage. Elrik turned 
right and moved forward a bit to allow Arethrus to pass. His 
scanner showed clear, and Arethrus reported the same. This 
section of the Hulk seemed to be roughly symmetrical, for the 
passageway before him looked the same as that which showed 
on Arethrus’s readout. Flipping back to his own readout, he 
began moving forward. 

““Arethrus, secure the chamber before you. Roth, back him 
up. Vegetius and Titus, with me!” As he moved into the 
chamber, the seargent saw a red blip illuminate on his scanner. 
It moved to the door in front of him, remaining just out of his 
line of sight. He stopped. Suddenly, with impossible swift- 
ness, a purple and blue horror burst from the shadows. It had 
four arms, two of which ended in cruel claws, reaching for 
him. Worst of all was the misshapen head containing the gap- 
ing, grinning mouth, filled with long, sharp fangs. In the time 
it took to pull the trigger of his Storm Bolter, the beast had 
crossed half the distance to him. The Bolter bucked against 
the augmented strength of his arm. Bolter shells bounced off 
the monster as it drew closer, then one penetrated and the crea- 
ture fell dead at his feet. It was another second before he real- 
ized he was screaming. He calmed himself, remembering the 
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words of the grizzled veteran who trained him: “Fear not our 
enemy, for they are an abomination.” 

Elrik shook himself back to the present. Throwing himself 
into a trot he moved to the door from which the terror had 
sprung. It opened onto a wide hall, and to his right was a 
smaller corridor from which the Genestealer had undoubtedly 
come. Vegetius was moving South down a passageway he had 
passed when he crossed the chamber. Titus was behind him, 
awaiting orders. Elrik moved into the Hall, turned right and 
backed away from the passageway. Another blip appeared, 
rapidly approaching him. He fired his Bolter at the first hint of 
movement. He was rewarded with the death-cry of another of 
the beasts. “Vegetius, move forward into the hall, and cover 
the passage to your right,” Elnik ordered. 

“Sergeant, I have found one of the scrolls!” It was Arethrus. 
Elrik checked his map. “Move forward and continue cover- 
ing that door. Roth, retrieve the scroll and return to the shuttle. 

Arethrus, fall back once Roth is clear.” 

As responses came in from Roth and Arethrus, Titus sig- 
nalled that he was in position. Elrik spun around and hurried 
down the hall. The sensor scans had informed them that there 
was a high probability of a scroll being located at the far end 
of this hall, around the corner. His scanner showed no opposi- 
tion, so he pushed himself as fast as his armor would let him 
move. 

Vegetius informed him that he, too, had found a scroll and 
was returning to the shuttle. Elrik clicked his left molar once, 
signalling that he had received the message. 

As he reached the corner, he heard gunfire behind him, where 
he had left Titus. It seemed that the ‘Stealers had realized 
where they were, and were sending everything they could 
against Titus and Arethrus. Arethrus was at a disadvantage 
because he had moved forward to allow Roth access to the 
scroll. There was nothing he could do until the Marine behind 
him was clear. Elrik’s scanner still showed clear, so he raced 
to the scroll, scooped it up into his power glove and raced back 
to Titus. A cry rang out, and Arethrus’ readout went blank. 
“Brother Roth, what has happened?” 

“Brother Arethrus has fallen, Seargent. I will hold the corri- 
dor, but I advise haste. I have heavy enemy contact here.” 

“Confirmed. Hold that corridor, Brother, or we are all lost,” 
Elrik replied. Before him, Titus was holding his own. 
Looking at his operation map, he saw that Brother Vegetius 
was backing down the corridor leading to the shuttle, provid- 
ing a safe path of escape if he could just get his squad to it. 
“Titus, begin your withdrawal now. I'll be right behind you.” 

“Affirmative, Seargent.” Titus turned to his left and backed 
into the passageway leading back the way they had come. A 
few more ‘Stealers tried to make it down the passageway 
before Elrik, but he dispatched them and when his board 
showed clear, he turned and followed after Titus. As he 
crossed the chamber where he had fought his first 
Genestealer, his suit shuddered with a sudden jolt, then 
lurched to one side. He saw Titus shooting in his direction, 
trying to hit something behind him. A sudden realization 
struck him as he heard the rending sound of claws tearing 
metal and felt the white-hot pain in his back. He had forgot- 
ten about the passageway to his right, the one Vegetius had 
been covering. Stupid. 

With his last ounce of strength he shouted, “For the 
Emperor!” and hurled the scroll at Titus, who plucked it out of 
the air with a grace that belied the power contained within the 
glove’s circuitry. As the inky blackness swirled before his 
eyes, he heard the roar of Titus’ Bolter, and the scream of the 
dying Genestealer as it fell across his prone body. Confident 
that he had been avenged and that the mission would be a suc- 
cess, Sergeant Elrik of the DeathWing Company slept.] U 
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We don t know from friendly skies. 


You’ve beaten all the flight sims? A furball 
doesn’t raise a Sweat anymore? Ten minutes of 
WWI combat isn’t even challenging? 

Hmm... Maybe you are ready for Air Warrior”. 

It’s the most realistic combat flying there is. This 
game does more than correctly model 28 different 
aircraft, right down to spins, stalls and buffeting. 

In Air Warrior, you’re facing the ultimate foes — 
other human beings, aviation fanatics, playing online, 
in real time, for as long as you all can go. 

Good thing you can afford to stay and play. Our 
standard connect charge rate on GEnie is just $3.00 
an hour in non-prime time. The subscription rate is 
only $8.95 a month. and that includes a credit for 
your first four hours of standard connect time 
each month!! 





1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. 
and selected holidays. 

Air Warrior is a registered trademark of Kesmai Corporation. GEnie is a registered 
trademark of General Electric Company.Graphic interface required and available for 
selected machines. Effective date as of 7/1/93. Prices subject to change without notice. 


So if you think there are no challenges left, you’ ve 
got to try this one. Air Warrior — on GEnie*. 
Sign up now: 

Set communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt, enter XTX99232, FRIENDLY 
then press <RETURN> Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 
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ohort II is Impressions’ latest 
incarnation of their game on tac- 
tical combat in the Roman era; 
first there was Fighting for Rome, then 
Cohort, and now Cohort II. The subject 
is one of my personal interests, so not 
only was I predisposed to like it, I really 
wanted it to be a massive improvement 
over the first two versions. Well, some 
parts have been improved, but others 
have gotten worse, almost as if 
Impressions was trying to force some sort 
of weird yin and yang into the quality. 

Generally, the battle is fought in real 
time, but is paused while the player 
issues orders to his troops. On screen, 
these troops are depicted by little figures 
of various types (Roman heavy infantry, 
light cavalry, medium _ barbarian 
infantry, etc.) which each represent 50 or 
100 men. The organization of both the 
player’s and the computer’s army is the 
same; one figure represents one unit, 
eight units equal one group, and from six 
to 12 groups form an army. 

It’s not stated anywhere just exactly 
what is being represented in the game’s 
scale, although this can be worked out: 
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the average strength of a real legion (com- 
manded by a lieutenant-general) was 
about 3,600 men, who were divided 
among 10 cohorts (commanded by the 
senior centurions). A cohort was further 
divided into three maniples of 120 men 
each (as in the word “manipulate”, com- 
manded by the more junior centurions), 
and a maniple was made up of two cen- 
turies (commanded by the most junior 
centurions) of 60 men_ each. 
Stereotypically, only the heavier infantry 
and cavalry made up the “Legion” proper, 
while the “Auxiliaries” (archers, light cav- 
alry, etc) were recruited from barbarian 
allies and attached to the army as a whole. 
For purists, then — and I guess that 
includes myself — the game’s title is a 
slight misrepresentation. Each individ- 
ual on-screen figure appears, according 
to the above (arguable) estimates, to rep- 
resent a maniple and, since each army 
can have no more than eight groups of a 
given type, made up of eight units each, 
it appears that the term “cohort” bears 
no real relation to anything in the game. 
Veteran “centurions” will already be 
familiar with the interface. This is a bar 


Cohort II 
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of icons across the bottom one-fifth of 
the screen, and selections are made and 
orders are given by left-clicking a mouse 
on one of the icons; the bar appears 
when the game is frozen and disappears 
when you finish giving your orders and 
the action resumes. These icons are 
unchanged from Cohort I but are 
incomprehensible to the novice, and the 
manual has to be lying open at the play- 
er’s elbow for the first few sessions. 
(icons are included that allow you to 
check on units’ morale, strength, missile 
firepower, etc). 

This is one of the clumsier interfaces 
I’ve used. One panel of the icon bar 
controls whether you are issuing orders 
to the entire army, a group of units, or an 
individual unit; it’s very, very easy to 
forget to change this panel, so that 
orders meant for, say, a single unit are 
given instead to the entire army. 

The best news about the new interface 
is that Impressions finally seems to have 
mastered the mouse. The cursor move- 
ment is perfectly smooth and even, and 
it’s no longer just dumb luck as to where 
on the battlefield you end up at when 
zooming in from the overview. 
Unfortunately, this is the greatest com- 
pliment I can give this game.) 

Whether ordering a change in position 
or in formation, you click on one unit 
and the others position themselves rela- 
tive to the selected unit. This idea is 
simple enough, but seems to go wrong 
for two reasons. First, when changing 
position, you click on a spot where you 
want the selected unit to go, and an “X” 
appears to mark the place; the problem 
is that this “X” only seems to indicate an 
approximate position, while the actual 
destination could be several pixels away. 
This matters when you’re trying to form 
a rather dense defensive position with 
several groups. Second, when changing 
formation, the “X” is not movable by 
you and only shows where the selected 
unit will move to in the new formation; 
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For the cold reaches of space, there’s an awful lot 
of chummy people here. 

That’s because Federation II is no mere shoot-the- 
ship computer game. It’s an online universe full of 
people, romping and role-playing their way up the 
interstallar ladder of commerce, busily building their 
fortunes. And they’d love to throw some work your 
way so you can do the same — after the proper amount 
of bargaining, buying and bulling, of course. 

Good thing you can afford to stay and enjoy 
yourself. Our standard connect charge rate on GEnie 
is just $3.00 an hour in non-prime time. The 
subscription rate is only $8.95 a month. And 
that includes a credit for your first four hours of 
standard connect time each month! 

So stop in for a visit, and see what an adult space 





1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day Sat. and Sun. and selected holidays. 


GEnie is a registered trademark of General Electric Company. 
Effective date as of 7/1/93. Prices subject to change without notice. 
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fantasy is like. Meet us in Federation II — only 
on GEnie*. 
Sign up now: 

et communication software for half duplex 
(local echo) at 300, 1200 or 2400 baud. 2. Dial toll 
free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
Immediately upon connection, enter HHH (Please 
note: Every time you sign onto GEnie, you need to 
enter HHH upon connection.) 

At the U#= prompt,enter XTX99234 ,UNIVERSE 

then press <RETURN> 4. Have a major credit 
card ready. In the U.S., you may also use your 
checking account number. (There is a $2 monthly 
fee for all checking accounts.) In Canada, VISA 
and MasterCard only. For more information about 
GEnie in the U.S. or Canada, call 1-800-638-9636. 
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this new position seems to bear little or 
no relation to the unit’s position in the 
current formation and it’s thus easy to 
disrupt other groups as the units wend 
their own individual ways into forma- 
tion. Also, according to the documenta- 
tion, the “X” indicates only the 
upper-left corner of the new formation, 
so the new placement of the individual 
units can only be guessed at. Again, this 
is critical when your army is packed 
together, the enemy is pressing close, 
and maintaining the battleline is crucial. 
My memory of the previous version of 
Cohort is a little fuzzy (it’s been a 
while), but the present game seems to 


have added four new types of terrain 
(marsh, downs, undergrowth and forest), 
for a total of eight. Each type of terrain 
comprises a separate battlefield, with at 
least one pre-packaged battle provided 
for each terrain. You can, of course, 
choose a particular terrain type, then 
pick from several options in designing 
both your army and the computer’s 
army. These options include choosing 
from a list of pre-defined armies (each 
of which emphasizes a certain unit type), 
having the computer randomize one or 
both armies, or you can mix and match 
unit types at will. You can also elect to 
have either or both sides be made up of 
Roman or barbarian-type units (the only 
practical difference seems to be that 
there are no barbarian cavalry available 
— historically inaccurate). There are, by 
the way, some twenty-eight pre-pack- 
aged scenarios included, and player-aid 
cards show the unit mix and battlefield 
terrain for each. 

The battlefield effects of the terrain 
types are defined in a chart in the manu- 
al: however, there are occasions when 
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these effects don’t seem to apply. For 
example, I didn’t notice that the forest 
had much effect on either my or my 
opponent’s armies at all; both appeared 
to move at undiminished speed through 
the trees while suffering no disruption. 
During one of the Bridge scenarios, 
where the two armies look at each other 
across a river before the fighting starts, 
the barbarian enemy moved forward and 
crossed the river unimpeded by the 
water;.1 was watching them as they did it 
and noticed no difference in the speed of 
those units who crossed by the bridge 
and those who waded over. On the 
Downs, though, my individual unit for- 





mations did become irregular as they 
moved into position (I choose to believe 
that each unit was seeking out the most 
favorable ground), they did seem to 
receive some benefit from the terrain, 
and the barbarian attack did seem to be 
rather disrupted and piecemeal. 

I have a love-hate relationship with 
Cohort II’s graphics, which are pretty 
much unchanged from the earlier ver- 
sions. The various infantry units are 
cute little guys that remind me of that 
Martian character that Bugs Bunny 
always keeps from blowing up the Earth. 
The cavalry, though, are mounted on the 
plug-ugliest nags in gaming (I’ve seen 
more realistic horses on carousels). The 
title screen, too, is amateurish; if the bar- 
barian depicted there had really lived, 
I’m sure he would have been condemned 
at birth by the tribal elders to death by 
exposure. I know this seems like just so 
much grousing, but Impressions tacitly 
admits the graphics could be much bet- 
ter; there is a series of stills in the intro- 
duction immediately after the title 
screen, depicting various episodes in 


Rome’s history, that is really quite well 
done. It’s too bad this quality didn’t 
carry through to the rest of the graphics. 

One thing that’s really difficult to get 
used to is that the graphics seem to have 
very little to do with the game’s combat 
system. The manual flatly states that a 
unit’s facing has nothing to do with its 
combat ability, and making a unit face in 
the “correct” direction, therefore, is for 
aesthetic purposes only. This leads to 
such odd sights as a group of archers 
facing in entirely the wrong direction, 
firing their arrows off the edge of the 
screen, and still managing to destroy an 
infantry unit that is attempting to attack 
them from the “rear”. On the other 
hand, all units face in the correct direc- 
tion when moving, so that watching an 
“advance to the rear” is avoided. 

The most serious flaw, though, is inex- 
cusable in a game that is now in its sec- 
ond major revision. Somewhere between 
30 percent and 50 percent of the time, the 
program aborts itself during gameplay. 
The occurrences appear to be entirely 
random, as do the precise manifestations 
of each abort; I’ve failed to notice a pat- 
tern in either. The first time this hap- 
pened was immediately after a battle 
ended; the game froze while displaying 
the battle results and required a reboot. 
Another time, the game froze about one 
quarter of the way into the battle and my 
printer started printing out some random 
rectangular patterns. The game I was 
playing just before writing this review not 
only aborted, but rebooted the computer. 
I honestly don’t see how this could have 
gone uncorrected with even the minimum 
of testing, even if this were a first version. 
For the record, I play on a 386sx-25, with 
4 MB of RAM and about 612 kb of con- 
ventional RAM free. 

Finally, I really can’t recommend this 
game as a “simulation”; it’s definitely a 
“same” that bears as much relation to 
historical reality as The Ancient Art of 
War series did (in other words, not 
much). As a game, it fails to compel 
me; that is, I don’t hear a little voice 
screaming “play me! Play me!”. 
What’s more, because of the abort prob- 
lem, which may or may not have been 
fixed by the time this review sees print, I 
would urge caution before a player 
attempts to use the interlock feature 
(designed to allow players of 
Impressions’ well-received Caesar to 
use Cohort II to resolve tactical battles 
that occur while playing the latter). 

I would rate Cohort II as a disappoint- 
ment. The lesson here for Impressions 
is: if you’re going to revise a game, then 
revise it! As it stands, Cohort II is still 
only about halfway through develop- 
ment as a finished product.U) 
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beyond fantasy. Beyond legends. 


If you’ve been looking for the mother of all Sign up now: 
fantasy role-playing games, we know where Set communication software for half duplex 
you can find it. (local echo) at 300, 1200 or 2400 baud. Dial toll 
Online, in GemStone III™. That’s because this is free: 1-800-638-8369. Or in Canada, 1-800-387-8330. 
no kill-the-dragon computer game. And it goes far Immediately upon connection, enter HHH (Please 
beyond other so-called “legends.” note: Every time you sign onto GEnie, you need to 
In this game, you’re joining some of the best role- enter HHH upon connection.) 
players and game masters from across the country At the U#= prompt, enter XTX99233 ULTIMATE 
online, in real time, in a vast mythical world of then press <RETURN> ©. Have a major credit 
adventure, magic and medieval chivalry — rich with card ready. In the U.S., you may also use your 
fascinating characters and demanding quests. checking account number. (There is a $2 monthly 
GemStone III is a game you can play forever. And fee for all checking accounts.) In Canada, VISA 
you can afford to — because GEnie’s standard and MasterCard only. 


connect charge rate is just $3.00 an hour in 
non-prime time. Our subscription rate is only 
$8.95 a month. And that includes a credit for 
your first four hours of standard connect time 
each month! 

This is the ultimate in fantasy — and your 
friends are already here. So sign onto GEnie* 
today, and welcome home to GemStone III. 
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1 U.S. prices. Non-prime time: 6pm to 8am local time, Mon.- Fri., all day 
Sat. and Sun. and selected holidays. 


GemStone III is a trademark of Simutronics Corp. 

“Shadow World” is a registered trademark of Iron Crown Enterprises, Inc. _=& 

GEnie is a registered trademark of General Electric Company. —=- SIMUTRONICS 
Optional graphic front-end program available for IBM PC only. _ ——$= 
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For more information about GEnie in the U.S. or Canada, call 1-800-638-9636. 
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Street Fighter II" is a registered trademark of Capcom Co., Ltd. 


The time: World War II 

The place: The South Pacific 
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or call 1-800-447-6543 to order by 
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et the War Begin!’ —- With these 
words the Warlord invites players 
to start combat under Warlords II. 
Wargamers are going to want to rush to 
their nearest software store to pick up a 
copy of this game! It should make every- 
one’s top ten list and be an even bigger hit 
than its predecessor. While there is a host 
of similarities between Warlords II and 
the original Warlords, there are just so 
many new features and improvements that 
it is really just like a whole new game. 
The graphics are outstanding in 
640x480x16 mode. They give you the 
clarity and sharpness of 640x420x256 
mode, without having to upgrade your 
video set-up, and worry about compatibil- 
ity. | have never really understood why 
some companies want to have SVGA for 
war games. Warlords II is living proof 
that it doesn’t have to be this way. 

It is not just that the graphics have been 
improved, but the use made of them in 
this version really enhances the game 
immeasurably. The number of and easy 
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access to graphical reports in Warlords II 
allows the player to see his status with 
respect to opponents and get an instantly 
clear idea of his own affairs. This will 
make it easier to do long-range strategic 
planning for unit production while manag- 
ing costs in newly conquered cities. 

One of the nicest graphic touches is the 
customized castles.-In the old Warlords 
the castles were just grey turrets and 
walls. But now the castles of the various 
opponents are unique. For example, those 
belonging to the Lich are shaped like a 
Skull and are all black. The Storm Giant’s 
castles are made like mountains with 
thunder and lighting bolts (shades of 
Thor!). The Ussyrians have a castle which 
resembles an artist’s conceptions of the 
Hanging Gardens of Babylon. All in all, a 
nice graphic touch. 

A noticeably improved area is the han- 
dling of a hero. As you know if you’re 
familiar with the game, you always start a 
new game of Warlords with a hero who 
will bring bonus points and special allies. 


In Warlords II, your hero or heroine now 
comes with CRPG-like levels, and a quest 
option which allows you to send him or 
her to visit temples. These temples also 
now offer a special quest option in addi- 
tion to the customary blessing. If you 
accept this option, your hero and his 
armies depart on a quest, which will vast- 
ly enhance his powers through money, 
magical items etc. if he succeeds. This 
adds a new tactical variant to the game 
which players must consider. Should I let 
my hero go on a quest and thereby be 
deprived of the extra movement points 
and the special armies he has? Because of 
the strategic implications of sending a 
hero on a quest, there is an optional fea- 
ture to turn the quests on. 

Additional new features have made for a 
large replayability factor. In addition to 
the new scenarios and campaigns, the 
player has the ability to generate random 
maps for new games. The random map 
generation feature allows the player to 
select the percentage of terrain types 
available on the map. This, coupled with 
the ability to randomize turn order, set the 
number of cities, etc. ensures that 
Warlords II will remain on players’ hard 
drives for a long time to come! 

Another new option is Diplomacy. If 
this option is set off then all the players 
are in a perpetual state of war with one 
another. However, by turning the option 
on, the game sets up three kinds of rela- 
tions that the players might have vis-a-vis 
one-another. These relations are allied, 
neutral or hostile. A diplomatic report is 
available which will show the relation- 
ships among the various states. During 
game play the various sides may send 
messages back and forth. 

With the diplomatic option on, an addi- 
tional factor is weighed during combat. 
As a result of your actions you are given a 
diplomatic rating which determines how 
your opponents view you. For example if 
you attack in defiance of diplomatic 
restrictions, your rating will suffer. If your 
rating gets very low (Running Dog) then 
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you could find yourself in a position 
where. all opponents will gang up against 
you. 

To increase the strategic interest of the 
game, a “fog of war” option has been 
added. This is activated by selecting the 
hidden map. The hidden map option 
shows you the playing field all blacked 
out except for the area immediately sur- 


rounding your castle. Under such circum- 
stances, you can only find out more about 
your potential enemies by exploring the 


countryside. The results of exploration | 


lead to updating the map to include the 
areas you have explored, as is the case 
with, say, Civilization or Empire 
Deluxe. To make this feature more mean- 
ingful, two new unit types have been 
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added (scouts and giant bats) which will 
facilitate the exploration of unknown 
areas. 

The use of music and digitized speech 
adds to the enjoyment of the game. There 
are different themes for the different 
opponents which play during their turn. 
The music is subtle and well-done, and 
plays softly in the background without 
your being aware that it is playing, yet 
missing it if it is off. I found myself leav- 
ing the music and speech on all the time, 
something I rarely do in games. The digi- 
tized speech features the head of a 
Warlord speaking in a dark resonant tone, 
either welcoming you to the game, start- 
ing the war, or commenting on your play. 
Very nicely done and well integrated into 
the game play. 

Players of the original Warlords will 
find it easy to jump right in and start play- 
ing Warlords II. The feel and play of the 
game is much the same. However, in 
order to exploit all the new options and 
features, some perusal of the manual is 
necessary. The AI is considerably 
improved over the initial game, and the 
computer opponents have long memories. 
The computer AI relishes a battle and can 
definitely look after itself in a fight. 
Unlike many computer Als it does not get 
its ability through “cheating” — 1.e. by 
giving itself extra heroes, extra movement 
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points etc. Also, the computer players 
have definite personalities, which means 
that you will need to vary your tactics to 
defeat them. To enhance the distinctive- 
ness of the computer personalities they 
have been given names and faces as well. 

For first time Warlords players, there 
is a tutorial combined with help menus. 
While the first Warlords did have a 
tutorial, it was a slimmed-down affair 
which required you to hold the manual 
in one hand while learning the game 
play. The tutorial has been updated and 
enlarged in Warlords II so as to get 
new users acquainted with game basics 
very quickly. Each action of the tutorial 
is accompanied by a help window, 
which opens to provide information 
about the move. This certaInly speeds 
things up, as the beginner no longer has 
to learn the game mechanics with the 
manual in one hand. I wish more compa- 
nies offering tutorials with their games 
would also offer an accompanying 
help/explanation screen in this fashion; 
it makes things so much easier. 

Since the variety of unit types has 
increased, careful planning will be 
required to maximize income to pay for 
all these fancy new units. More than 
Warlords, Warlords II will require the 
player to balance and manage financial 
assets against his need and desire to have 
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strong, powerful, invincible armies made 
up of special units which have high com- 
bat values and high production costs, such 
as elephants, unicorns, and minotaurs. It 
will take a player quite a while until he 
feels confident enough at balancing all 
these components before he can play at 
the “I am The Greatest” level. 

As always, Warlords II requires the 
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player to incorporate the management of 
financial assets with long-range strategic 
planning. The quality of your strategic 
planning will determine the outcome in 
Warlords II, just as it did in its predeces- 
sor. This game is sure to remain on play- 
er’s hard drives for a long, lorig time! A 
very good job done by Roger Keating and 
his co-workers — congratulations! 
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Published by 


Strategic Simulations 
Inc. 


Designed by 
Martin Scholz 


Systems 


IBM PC 286 or higher, 
DOS 5.0 or higher 


Graphics 
VGA 


Supports 
Mouse, Keyboard 


Sound 


Internal PC speaker, 
Soundblaster and 
Soundblaster Pro 

compatible 


Players 


One or two; no 
modem support 


Notes 


Requires 2 MB of 

ram. 2 MB of space 
free on hard drive. 
604,000 bytes of free 
ram. 1 MB of free 
EMS\XMS 


Strategy Plus is pleased to present another view on SSI’s recent 
release, Clash of Steel. With complete respect for our previous 
reviewer’s opinion on the game, and without any implication of prefer- 
ence for one review or the other, we think it appropriate to let gamers 
know that there’s an active debate out there over this game. Some 
love it, others not. We hope you'll enjoy a different perspective on... 


Clash of Steel 


by Andy Backer 


verhead view of a city in the 
Or: near dawn on a sum- 
mer night. The camera zooms 

down to a dark suburban street, then to a 
brick house on that street. We see a light 
in the basement window and we hear 
indistinguishable voices from inside and 
then suddenly, an explosion of group 
laughter. The voices chant, “Yes! Yes! 
Yes!” Someone sings, “Springtime for 
Hitletin 

Who are these guys? They are The Boys 
and they are gathered around a computer 
playing Clash of Steel and have been 
since 7 PM. Yes, the game that Marc 
Dultz dismissed as being “just a head 
above mediocrity.” U/ssue #33) 
The Boys don’t think COS is mediocre. 
They love it! They think it’s a fun game to 
play! The Boys have been playing war 
games for years (computer and board). 
They meet on Saturday nights and bring 
snacks, soft drinks, an extra computer or 
two and boot up the latest game they’ve 
bought. They usually play from 7 PM to 
12 AM (that they stayed till dawn to play 
COS is an indication of how addicting 
they found it!) 

Last week I watched the boys play COS. 


_This week I have been assigned the task 


of presenting an alternative view to 
Marc’s review (I mentioned my above 
experience with The Boys to the editor 
and he thought another perspective on the 
game would be a good thing). 

Because The Boys had such a great time 
playing COS, I went out the next day and 
bought a copy of the game, too. Not 
being as experienced as they were with 
the jargon of war gaming (they played it 


- intuitively, without reading the docs!) | 


did have to study the documentation, but 
after one false start and within an hour I 
had defeated Poland, run my tanks 
through Benelux and was knocking on the 
gates of Paris. Yessiree, Bob! 

And yes, the thrill of those victories was 
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. Poland surrenders 





intense enough to get me out of my chair, 
stomping around in front of the computer 
singing “Springtime for Hitler !’” Heh-heh 
(normally I reserve such hysteric behavior 
for CRPGs). 

Marc and I must have been playing dif- 
ferent games, however. Marc’s review 
stated that the graphics card was EGA. 
The version I bought is VGA. His review 
notes stated that the game requires over 
OMB uncompressed space on a hard disk. 
The game I played comes on a single disk 
and requires only 2 MG! 

Marc didn’t think much of the graphics 
and sound in COS, but the game I played 
looked and sounded just fine. It’s not 
SVGA, but the map is almost as detailed 
as any war game map I’ve seen in SVGA, 
and with larger icons. 

The various menu choices and type faces 
are larger and easier to read. The weather 
changes the map face: when it snows, the 
map turns white; when it’s muddy the 
map turns earth red and when the weather 


Sep/Oct 1939 


7. inpulse 


is clear the map reads green. The sounds 
are varied and fit the unit moving or fight- 
ing: tanks roll, armies move in trucks, 
planes fly and the troops fire machine 
guns. During the battles, ships bombard 
the shore, planes drop bombs and troops 
fire machine guns. There is a_ separate 
graphic screen for naval encounters (also 
combat-sound filled). 

Of course, there is no animation. All one 
can see are icons disappearing when 
armies are defeated (or ship icons are seen 
in flames when damaged). But, the sound 
effects stimulate the imagination into see- 
ing much more! 

And it all happens rapidly; the speed of 
game play is one of the most impressive 
things about COS. 

There are only a few simple rules to 
remember, such as to keep a line of sup- 
port open and to surround the enemy 
before assaulting him. This provides bet- 
ter dice odds on assaults (it also keeps the 
enemy from gathering the remnants of a 
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The WARGAMER’S Computer Company supplies you 
with the tools you need. 


PS Simulations is devoted to wargamers weapons, etc. POA includes a choice of specif- 
and their needs: the need to be an inte- ic Or random Middle East scenarios/ maps. An 
gral part of the action; the need to con- optional Map Builder program ($15) allows 
trol battlefield conditions; the need for accura- players to create unique maps. 

cy; the need for detail. HPS products satisfy 

these needs. en 


Point of Attack | 
The most realistic PC tact- | * 
ical combat simulation 
available. POA is a 
platoon/section 
tactical simulation, with over 100 
modern weapon systems from Aide De Camp 
eleven countries. The artificial = jjow you can use your 
intelligence is incredibly computer as a playing aid 
accurate. Wargamers for all your wargames. 
» can control air Up to 30,000 hexes per [= 
A Superiority, game map, unlimited units, 
Supplies, COM- Multiple user-defined zoom levels, game-turn 
munications, replay ability, and easy play-by-mail or modem 
weather, makes ADC the most exciting new product for 
morale, hoard wargamers. ADC does not include rules 
for any specific games - the board game must 
be purchased separately. Several board game 
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modern battlefield, POA becomes virtually 
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publishers are creating 
ADC add-on disks for 
their games, allowing 
players to jump right 
into operations, bypass- 
ing the symbol set and 
map input steps. 
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defeated unit together for at least a year). 

A dice roll is available for everything: 
assaults, attacks, pulses, weather, produc- 
tion, and research. The dice rolls (and the 
gamer’s ability to choose where the icons 
move, and which countries to declare war 
on) remove the game from any historical 
truth. This is definitely a game for What-if 
players; it is a fantasy war game that 
allows the player the freedom to try to win 
the war his or her own way: “The Third 
Reich Lives! Ich bin der Fiihrer, und ich 
kann nicht be contradicted!” or “We’re 
the plucky Dutch, and we will win this 
war!” Player’s choice. 

The game is not without educational 
value, however. Many of the historical 
truths are paid attention to. I’ve quickly 
learned that the Maginot line is a tough 
place for the Germans to try and invade 
France. I’ve learned that it is much easier 
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and sneakier to go to Paris through 
Benelux (I’m sure this is an obvious tactic 
to an experienced war gamer, but alas, I 
am not so experienced.) 

I’ve played the computer against itself, 
however, and noticed that the computer 
itself will combine an attack on the 
Maginot \ine with an attack on Benelux 
(oh well, I still think my way is faster! ). 

Each game is different, much different. 
The dice rolls (and many options to make 
one side stronger than the other) make the 
game replayable ad infinitum. Players can 
start with the first scenario and work their 
way to the end of the war, or they have 
the option of starting at various times in 
the historical war. 

Taking the German side is a real chal- 
lenge. One of the most difficult things to 
do in the game is to conquer both England 
and Russia, and that’s what it takes for the 


Germans to win the war. I haven’t done 
it yet, and neither have The Boys (the 
Russians are particularly tough; if they 
decide to enter the war early, it’s usually 
an early defeat for the Germans). But we 
both considered it a moral victory to have 
conquered everything but England and 
Russia by 1946, when the forces stop 
fighting because of a negotiated peace set- 
tlement. 

One doesn’t have to stop fighting at that 
point — the war can continue — but nei- 
ther side can buy any more production 
(I’ve heard that one player stuck it out till 
1950, but lost). 

The Boys had some quarrels with COS. 
It may be solid, but it’s not perfect. For 
instance, transport units can not be 
renewed. Once sunk, they’re gone forev- 
er. That hampers any plans either side 
might have for an invasion, doesn’t it? 
I’ve played several games where the 
Allies are all piled high in England with 
no means to cross the channel because I 
destroyed all their transports! 

That doesn’t seem fair when everything 
else that is destroyed is allowed back in 
the game. (There may be a patch out to 
fix this by the time this sees print, by the 
Way). 

Marc covered the game quite thoroughly 
in his review and I have little but the 
above differences in viewpoint to add. He 
is definitely an experienced war gamer, 
and I respect his opinion. I’m writing this 
piece only to remind the readers that 
reviewers’ opinions are only just that: 
opinions. There are often as many per- 
spectives on a game as there are review- 
ers. Marc clearly didn’t think as highly of 
COS as I, and The Boys did. Moreover, 
I’m a relative novice to wargaming; it 
could well be that COS is more appealing 
to newbies to the genre than it is to those 
old veteran grumblers. 

Not that any of our opinions will neces- 
sarily affect sales of the game. One 
reviewer I know of recently noticed that 
the games that he loved were never popu- 
lar and those he hated were; somehow, 
word of mouth about a game gets out in 
spite of the reviews and makes us all eat 
our words often enough. Best to remain 
humble, eh? 

In closing, Marc highly praised High 
Command in his review of COS. The 
Boys don’t think that HC is quite the high 
water mark in war gaming that Marc 
claims. They say that HC is a slow- 
going, complicated game; some players 
have even set up a spreadsheet to keep 
track of the game’s logistics! They think 
that HC is more of a meat and potatoes 
war game, while COS is plain old beer 
and pretzels, but they think beer and pret- 
zel games are just flat out more fun — as 
long as the beer’s not flat! 
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Fleet Operations in Southeast Asia 


1936 - 1946 


Strategic Studies Group 
presents the sequel to the 
hugely successful Carriers 
at War. Carriers at War II 
offers more tension, more 
excitement and tougher 
opponents. Eight new 
Scenarios include an 
improved War Room 
intelligence system and 
tougher AI. 


The uncertainty of war is 
vividly recreated and entire 
battles can turn on the 
efforts of a single plane. 
Eight new scenarios, some 
hypothetical, others 
controversial, explore all 
aspects of tactical and 
strategic combat between 
Japan and the United States 
& Great Britain. 





Carriers at War II requires 640k of 
RAM plus 2MB of expanded or 
extended RAM, an 80386 or better, 
hard disk, VGA graphics, mouse, 
and supports Adlib, Sound Blaster, 
Roland MT-32 and Roland Sound 
Canvas. 


Strategic Studies Group 
P.O. Box #30085 
Pensacola, FL 32503-1085 
904-469-8880 
Available for IBM $69.95 
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Stronghold 


by Andy Backer 








illow, the leader of the elves, 
W was asked by the leaders of the 
dwarves, the magi, the thieves 


and the halflings to be their baroness and 
found a city in a wilderness filled with 
the keeps of twelve different monsters! If 
the city thrived she would be elected 
Empress of that city. And so, Willow did 
found a city and it did thrive! She chose 
such an excellent location and the class- 
es farmed the land and fought the mon- 
sters so well that the city grew to a won- 
drous size and Willow was elected 
Viscountess, Countess, Marquise, 
Duchess, Archduchess, Princess, Queen 
and then finally— Empress! 

Willow’s city was built with the aid of 
a new Advanced Dungeons and 
Dragons™ game from Strategic 
Simulations, Inc., called Stronghold. 
Stronghold is a hybrid of a world 
builder kind of game like Sim City and 
a war game with its roots planted deep 
in the world of an AD&D computer role 
playing game (CRPG). 

CRPGs include some form of statistical 
tables for their characters, either of the 
character’s attributes or their skills. 
These statistics change as the characters 
gain experience. This experience usual- 
ly comes from monster bashing (some- 
times called hack and slash), but experi- 
ence points and/or attributes and skills 
are also given as rewards in a myriad of 
other ways. 

The usual CRPG allows the player to 
create either a single character or a party 
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of characters and sets them in a world 
filled with monsters, some weak and 
some strong, all ruled by the strongest 
monster of them all — who is sometimes 
called by reviewers the grand foozle. 

The characters explore the world, 
killing off the weaker monsters, rising in 
levels and improving their stats until 
they finally meet the grand foozle who 
the characters must successfully kill to 
end the game. 

Stronghold is basically five-parts 
CRPG, using characters that grow statisti- 
cally, who battle monsters and kill a foo- 
zle (it is not a game of exploration, how- 
ever, nor are there any hand-eye coordina- 
tion skills necessary, nor are there mazes 
nor any kinds of puzzles to solve.) 

The player controls not just one charac- 
ter or even a party of characters, but a 
whole city full of characters — some of 
which are used as the city’s mob army, 
making it perhaps one-part war game. 

There are no tiles to push around on a 
board, however. There are no nested 
menus. There are none of the usual war 
gaming commands. The army is made up 
of self-controlled animations. 

The players only have limited strategi- 
cal control over their army, no tactical 
control and they do not get to choose 
which spells or weapons the characters 
use, only the computer does. The players 
are only allowed to bring the characters 
with the weapons and levels they deem 
most appropriate to a battle. 

The ensuing animated battles are quite 


spectacular. Every character and monster 
enacts his most characteristic action: 
clerics use pole-axes, dwarves use axes, 
magi throw spells. When characters and 
monsters are hit, they spin around and see 
stars; if they are stoned, they turn to gray 
statues; if they die, they dissolve. Spells 
fly through the air, and so do the arrows 
and flying monsters! One keep had a 
dozen blue dragons flying and strafing 
the characters from the air! Sound effects 
and music accompany the battle anima- 
tions and are used throughout the game. 
When the characters are near water, we 
hear water. When the characters are in 
barren, lonely landscapes, we hear the 
wind. Each character has different theme 
music, each kind of terrain a different 
sound effect. 

To begin the game, the player first 
chooses which map the game will use. 
There are five pre-generated maps to 
choose from or a random map can be 
chosen. Then the player chooses five of 
seven different classes to build a city. 
The classes are chosen from the usual 
ADS&D¥™ dwarves, elves, fighters, magi, 
clerics, thieves and halflings. The first 
one chosen becomes the ruler of the 
city, (a baron or baroness to begin 
with). The others are the leaders of 
their individual keeps. 

Each character chosen gets a table of 
Statistics. The documentation recom- 
mends which attributes should be highest 
for each class, and the game allows the 
player to re-roll these statistics on charac- 
ter creation. 

The player also chooses whether the 
characters are aligned lawful, chaotic or 
neutral. The character alignment of the 
ruler determines the victory conditions of 
the game. The goal of the lawful baron is 
to become Emperor, the chaotic and neu- 
tral barons must destroy all the strong- 
holds and the neutral baron must also 
become Emperor. 

Each character’s keep must be placed on 
the map right after the character is creat- 
ed. The terrain chosen for the initial 
placement of the keeps is very important: 
it should have plenty of grassland or for- 
est area for farming, and be easily defen- 
sible. The game also allows the player to 
surround his city with walls and gates. 
But walls take money to maintain, and 
are best kept to an effective minimum. 
An area that is surrounded by water on at 
least two sides takes less wall building. 

Yes, now the game no longer seems like 
a CRPG, eh? but three parts world 
builder. Hmm! Something a bit unusual, 
here... 

There are two graphic views on screen 
at all times in Stronghold: the over- 
head map view, where the population is 
seen as dots on a map as in Sim City, 
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Battle murderous robots, car- 
nivorous dinosaurs and spear- 
carrying humanoids 





Rescue a prospector marooned 
in a robot-controlled Heechee 
starship 


Escape a frozen planet where 
crystalline beings metabolize 
electricity 





Cross the event horizon and 
explore the Heechee planets 
hidden in the Core of a mas- 
sive black hole 












n September 1, 1939, 
this man unleashed a war 
machine so horrific, when 
it was finally defeated, 

40 million people 

lay dead... 
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An elegant interface highlights a smooth scrolling, 
full color, VGA map window. Switching from an 
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push of a button. A Situation Map in the lower 
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the map. 


Advanced Artificial Intelligence 
featuring Neural Net Technology 


HH) Intelligent Intuitive Interface 


See Hi-Resolution 
VGA graphics 


Full play capabilities on both the 
Operational and Strategic Map 
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A beautiful full-color Strategic Map allows you 
to overview the entire European Theatre. East, 
West, and Southern Fronts are represented. 


The Operational Map features a German 
Armored Breakthru and Exploitation Assault 
towards Paris. The Interface provides a 
superb environment for campaigning! 


If you want to be in the real high command, and are tired of the same | The Avalon Hill 


old clash of steel, pick up THIRD REICH for the IBM PC at your local Game Company < , 
software store or direct from Avalon Hill. 4517 Harford Road | 
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and the postcard view, which is more 
reminiscent of Populous. It is the post- 
card view that makes this game excep- 
tional graphically. Every position on 
the map has its own unique landscape, 
showing hills, mountains, rivers, and 
lakes as if each was a painting with all 
items in the background perfectly in 
perspective. If the view is of one or 
more of the characters and monsters, 
they are always characteristically ani- 
mated within the landscape. If the ter- 
rain is steep, they trudge up the hills 
and mountains at an angle. They recog- 
nize the terrain and move accordingly. 
When a building action is performed, a 
tiny group of worker elves puts up cur- 
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tained scaffolding, and depending on 
what the structure is, are heard pound- 
ing nails, sawing lumber and seen 
wheeling in wheelbarrows, darting 
behind the curtain, etc. 

When they are finished, the new struc- 
ture appears. There are different versions 
of the same type buildings for all classes, 
including monsters. A house has a much 
different look when constructed for a 
halfling than for a mage, for example. 
The most amazing piece of programming 
legerdemain in the game is that not only 
does the program remember where the 
structures are built but also what they 
look like as seen from a distance or a dif- 
ferent angle! 

There are no separate modules loaded in 
for the battle sequences, either. The char- 
acters fight in the same terrain they travel 
in. There are some awkward hesitations 
in the middle of a large battle when the 
computer stops the animation for a few 
seconds to re-load graphics information, I 
assume, but other than that, the graphic 
frame rate is fast and smooth. 

The postcard view is much larger than 
the map view. But, the two views can be 
toggled. (I would often switch the map 
overhead to the larger area during a long 
battle sequence. The smaller view does 
not show animation when the views are 
toggled, but it does show a small picture 
of the landscape. The battle events are 
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reported on a text screen while in map 
view, and there is even a thermometer on 
screen that shows the relative and chang- 
ing size of the two sides. I could always 
toggle back to the postcard view whenev- 
er | wanted and would still be able to do 
many of the other things it took to win the 
battle, such as looking for reinforcements, 
upgrading the training centers, weapons 
and armor shops and taking care of the 
economy; the general population needs 
food, housing and income to produce 
reinforcements. ) 

ven with all of this micro-managing, the 

world building part of the game still only 
accounts for a small part of the time spent 
on a chaotic or neutral scenario. 
Choosing lawful makes for a short, six to 
eight hour game, ending with the crown- 
ing of the emperor. Choosing the other 
two alignments, however, increases the 
length of the game by several days to 
weeks, depending on how many monster 
keeps need to be destroyed. 

There are two separate waves of six 
monster keeps placed in the world maps 
during scenarios. Defeat the first six and 
the next six then appear. If the player 
wants to customize the game, additional 
monster keeps may be added, up to a 
total of thirty (there are thirty different 
classes of monsters listed in the docu- 
mentation). 

Defeating twelve monster keeps takes at 
least forty hours, so the player is advised 
to be judicious about using the customize 
option. 

The graphics, sound and interface for 
the game combine to make the game 
easy to play and a treat to listen to and 
watch. The postcard view represents 
the block being viewed. There are four 
work areas to a block. Four separate 
houses can be built on a block, or three 
houses and a farm, or combinations of 
items too numerous to mention. There 
are at least one hundred and thirty differ- 
ent kinds of items that can be selected. 
It is here that the player has strategy 
control (reminiscent of Warlords II’s 
production facilities for castles) over 
what gets built and when. 

The strategy that was used for Willow’s 
city was to first develop farm land and 
marketplaces and housing. Each market- 
place allows access to ten percent of a 
special fund, and increases the value of 
the farm land. 

Then special items were built such as 
forges, which provide weapons, and 
weapon repair to their class only, and 
when upgraded, provide +1, then +2 
weapons (magi do not get a forge, but can 
build a Jeweler which provides up to +3 
protection rings, again for the magi only). 

Every class has its own kind of training 
hall to help characters gain levels (the 


Thieves’ Den trains thieves, the Social 
Club trains halflings, the University trains 
magi, the Temple trains Clerics, the Elf 
Garden trains elves, and the Guard House 
trains dwarves and fighters.) The Arena 
provides training for all characters strong- 
hold-wide. 

It is expedient to build a tower early in 
the game, preferably on a mountain, and 
upgrade it. Positions for all monsters and 
their strongholds will appear on the map 
if they are within a thirty block radius or 
more. A third upgrade provides a view 
for at least forty five blocks. 

As in Sim City, the leader’s popularity 
depends on how happy s/he keeps the 
population. The people of Stronghold 
equate their vote for promotions upon 
how well the leader has housed and fed 
them and whether they have been provid- 
ed with an income. If there is no cash on 
hand, buildings fall into disrepair and 
may even crumble to dust. 

While developing the various land areas, 
the gamer can toggle a three-sided pyra- 
mid to allow a differing percent of work- 
ers to devote themselves to construction, 
training, or recruitment. 

Training provides new levels, and high- 
er level magi and clerics learn new spells. 
Not all of the standard AD&D spells are 
included, but enough of them. The ever 
popular fireball, hold person, and light- 
ning bolt come at level three for a mage, 
while magic missile, a level one spell, 
gets stronger and stronger as the mage 
rises in levels. 

Unlike most CRPGs, there is no limita- 
tion to how many levels characters can 
achieve in this game. Willow defeated the 
twelve keeps with primarily level five 
and below characters. 

Combat is resolved by numbers. If the 
gamer has more higher-level characters 
than the monsters s/he faces, s/he will 
win. 

Strategic Simulations, Inc., has a game 
worthy of their name. Stronghold is both 
an excellent simulation of the AD&D 
medieval fantasy world and also one 
filled with strategic choices Some may 
shrug it off as being just a one-trick pony 
(excellent animations but no hands-on 
tactical controls), but I think it is a 
refreshing change of pace from the usual 
hack & slash CRPG. 

The danger of being a hybrid is that each 
genre included is only partially represent- 
ed. For those who are looking for more 
tactical control of battle sequences, this 
game lacks that. But for those like me, 
who don’t mind using just a dash of strat- 
egy, a dash of war gaming, a cup of world 
building, and a cup and a half of CRPG to 
bake and eat a new kind of gaming expe- 
rience, Stronghold may be just the recipe 
that they’ve been looking for. O 
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Relentless Space Combat — 
For Naive Rookies or Hardened Vets 


s a student at the TCSN Academy, you custom- 
design and fly unique combat, rescue, and 
search and retrieval missions from the 
' CyberSchool’s holographic simulator. In the 
Wing Commander’ tradition, the game features a 
dynamic musical score, improved rendered, bit-mapped 
graphics, and a dazzling array of customizing options. But 
Wing Commander Academy is not another cinematic extrava- 
ganza — it’s an intense dogfighting marathon. 





@ Custom-design a variety of missions that match your skill level as you place 
fighters, capital ships, data pods and ejected pilots — up to 10 in each of the 
four action spheres. 


@ Save up to 24 games to disk and trade with your-friends or upload them to 
bulletin boards to challenge others. 





= @ Request random missions where each action sphere yields an unknown num- 
ber of enemy ships with pilots of varying skill levels. 
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Climb into the cockpits of the new Confederation Wraith or Kilrathi Jrathek 
fighters for a new combat experience. 


Select a cybernet wingman — from a frightened cadet to a hotshot veteran. 


@ Fly from the cockpit view or try the chase-plane view for a new perspective 
on the dogfighting action. 





Sharpen your combat skills as you compete for high-point honors. Actual screens may vary. 


@ Engage the “Gauntlet” — a dogfighting marathon with 15 progressively diffi- 
cult levels of attacking ships — including three flights of fighters in each level. 


@ Build missions so tough that even our professional Wing Commander pilots. 


can’t survive. 





An Electronic Arts® Company 


P.O. BOX 161750 AUSTIN, TX 78716 


A Stand Alone Game — No previous Wing Commander experience necessary. 


F - x; 100% tibl ‘ ' Mie c oY 
or MSROS 336) _ pore ae panene systems : ©Copyright 1993 ORIGIN Systems, Inc. Origin, We create 
Sound Support: Ad Lib, Sound Blaster, Roland LAPC-1 or 100% compatible sound card worlds and Wing Commander are registered trademarks of 
required for music. ORIGIN Systems, Inc. Academy is a trademark of ORIGIN 


Requires: 256-color VGA, 2 megs RAM, 5 megs hard drive space free, joystick. Systems, Inc. Electronic Arts is a registered trademark of 


: Electronic Arts. 
Reader Service No. 4 
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On a sunny afternoon, Judith Weller takes a stroll across 
Maryland and suddenly discovers herself privy to..... 


The Elder Scrolls: 
Part One - The Arena 


where I got a behind-the-scenes look at the work being 

done on Bethesda’s first CRPG, The Elder Scrolls: Part 
One - the Arena. This game is a huge departure from what 
gamers might expect from Bethesda, and represents a giant 
leap in faith for owner Chris Weaver as well, considering the 
sorts of products that have previously made Bethesda 
Softworks’ name known among game players. 

The Arena is the creation of designer V.J. Lakshman and Sr. 
Programmer, Julian LeFay. VJ, as he is called, joined Bethesda 
in 1990, and was the designer for Terminator 2029. Julian has 
been with Bethesda from its beginnings in 1988. 

The idea for the Arena came to the two friends while they 
were walking home one December evening after seeing the 
movie “Blood Of Heroes”. They both agreed that it would 
make a great game. Taking that idea, VJ developed a short 
story around the theme of combat in an arena. It was just a 
short, 2-page synopsis. Julian quickly programmed a quick 
demo dungeon, thus indicating the feasibility of the program- 
ming effort. The story and demo was shown to Chris Weaver, 
who was interested enough to give both men the go-ahead to 
expand the initial draft into something more solid. 

So in addition to their other responsibilities, both VJ and 
Julian worked on fleshing out the concept for a brand new 
CRPG. A nearly complete preliminary design was done, along 
with some early art work to go into the game engine. It was 
important that boss Chris Weaver recognize that the game was 
do-able. 

The game is due out in early 4th quarter 1993; what started as 


i ve just come back from a visit over at Bethesda Softworks, 












a short story two pages long has by now grown into a multi- 
volume design document. More people have been hired to 
work on various aspects of the project; what was once a two- 
person job has blossomed into a project requiring the talents of 
a full-fledged team of five. 

From the very beginning it was important that the game have 
its own unique world. A map of this world was created, and it 
was given its own calendar and holidays. Towns with unique 
personalities were built. 

Every effort was to be made to make this into a “virtual reali- 
ty” world. The seasons would change, there would be rain and 
snow, puddles, etc. The sun would rise and set, there would be 
constellations in the sky. A level of detail not normally found 
in CRPGS would be created. 

The basic story line is that the central player is the son or 
daughter of a member of the Imperial Guard. One night, you 
have visions of your best friend chained to a dungeon wall. 
Your friend tells you that the Emperor has been imprisoned in 
another dimension by the evil Jagar Thorn, and that you must 
rescue him. To accomplish this, you must travel the kingdom 
to find the eight pieces of the Staff of Chaos, and then infuse 
them with life from the Jewel of Fire. 

The game is not as linear as it might at first sound, since there 
are many side quests for the player and his party to undertake. 
The final resolution is not just the biggest battle of the game 
against Jagar Thorn, something all too common in CRPG 
designs; rather, there are multiple solutions to defeating Jagar 
Thorn through the resurrection of the Staff of Life. Those who 
want to accomplish the end scenario through combat can do so, 
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but it is also possible to “win” the game by using other skills. 

Upon replay, the world in The Arena will regenerate itself, 
creating a new gaming environment with another set of charac- 
ters. While the towns will stay the same, some of the major 
dungeons, random caves and locations will be regenerated, as 
will the NPCs in the towns. A large pool of NPCs is planned, 
to allow for this regeneration. As a matter of fact, there is one 
person on the design team whose responsibility involves doing 
nothing but developing NPC personalities. Add-on single- 
quest modules are also envisioned for the game. 

While the game is set in a fantasy world, research was done, 
but not limited to, Medieval Arms & Armor, Dress etc. But if 
someone saw something interesting from another period that 
looked as if it would fit into the overall design, that item of 
clothing or monster was incorporated into the game, with VJ’s 
approval. The over-all look and feel is for the most part 
Medieval European, but there are some decidedly non- 
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Medieval touches. These touches are not jarring, but are well 
integrated into this new fantasy world. One of these touches, 
for instance, is overhead covered bridges and walks (Vermont 
meets Joan of Arc). 

The player will find the old-familiar spells (new names, of 
course), but the hard-core CRPG fan will have an opportunity 
to create and customize his or her own spells. A lot of options 
are provided to the player in terms of story, character creation 
etc., but the game is still enjoyable for those players who want 
a fun game to play without the hassle of having to play the 
game with manual in-hand every step of the way. 

There is a lot of excitement about The Arena at the compa- 
ny, and I for one am eagerly waiting to play this game. It could 
be the “sleeper” of the year in terms of popularity. The Elder 
Scrolls: Part One - the Arena has the potential to be a big hit 
for the team at Bethesda Softworks. Stay tuned to these pages 
for more information about The Arena. LU 
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yberpunk”’ has been a term thrown around since the early 
‘80s (Some would push it back even further to 1979 or 
thereabouts). Some of the writers known as the advance 
guard of the genre in fiction — Bruce Sterling, William Gibson, 
John Varley, John Kessel, Kim Stanley Robinson, Lucius 
Shepard, David Brin — have since branched out into other gen- 
res; Lucius Shepard’s The Golden, for instance, 1s an absorbing 
and visionary renewal of the vampire story. John Varley has 
gone post-modern. Bruce Sterling and William Gibson’s The 
Difference Engine is almost classic historical novel, with some 
interesting revisionary twists. 

So despite all the movie and media hype over “cyberpunk” 
as the hottest new genre in fiction, in fact it’s a genre that 
was very narrow in time and scope, and some would say in 
conception; an extremely mannerist tangent in the roads trav- 
eled by fantasy and science fiction writers. Its greatest 
inventors have themselves moved on to other things. In fic- 
tion, at least, then, Cyberpunk’s heyday is really long over. 





In movies, it has probably reached its peak. 

In computer gaming, however, there are new directions some 
of the essential ideas in the genre are being taken: the fascina- 
tion with living in virtual reality, the creation of a Dark Future 
where high-tech and slum violence work hand in glove, the dis- 
tortions of relations in time and space introduced by the seam- 
less merging of information- and real-world phenomena, are all 
deployed for the purpose of inventing a very distinctive gaming 
environment, like nothing else seen. 

The “trick” to Computer Gaming Cyberpunk (CGC) is really in 
the production of a particular kind of atmosphere; one fraught 
with mystery, brooding with suspense, replete with the shocks 
and contingencies produced by clashing slivers of contradictory 
realities. Fragmentation 1s the ruling motif in such an atmos- 
phere, but it’s a fragmentation that somehow manages to cohere 
in spite of itself. 

Computer games have rarely managed to catch this atmosphere 
well. Neuromancer, based on William Gibson’s book of the 
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same title, did a pretty good job, given the limitations of the 
technology at the time. CGC in this case involved capturing the 
essential elements of being able to “jack into the matrix” and 
operate in cyberspace in ways intrinsically different from those 
possible in realspace. 

MicroProse’s new Bloodnet is the only other computer game 
I’ve yet seen which succeeds in providing the kind of intense 
originality of vision and language and mood characteristic of 
the best of classic cyberpunk; better yet, it looks like it might 
go further. The blending of vampire mythology with cyber- 
punk gives the gameworld of Bloodnet a truly fresh quality, 
and brings together two genres which fit each other like fang 
and neck. 

Apparently the decision to integrate both cyberpunk and vam- 
pire genres was almost accidental; the team was sitting around 
debating whether to do a game based on one or the other when it 
suddenly dawned on them that they could in fact do both! What 
an amazingly serendipitous coincidence, as right now some of 
the freshest new writing has in fact taken place in the context of 
retelling the Dracula tale from unusual perspectives (Dan 
Simmons’ recent Children of the Night, for instance, blends a 
vampire story with an exciting medical mystery detective novel; 
Shepard’s The Golden adds new angles to the original mytholo- 
gy which not only brings it up to date but also originates a new 
sub-genre, “vampire realism’). 

The premise of Bloodnet is that the player is living as Ransom 
Stark somewhere in New York (in a sense, home is the whole 
damaged, chaotic but cellular city), and has to search both the 
environs of the city and the realm of cyberspace for a solution to 
his own very personal dilemma: he’s been turned into a vampire 
against his will. What’s at stake (yeah, had to say that some- 
where!) is not only Stark’s own survival but the thwarting of the 
Vampire Lord’s grandiose ambitions. Both these needs involve 
Stark in a matrix of complex and mysterious relations, both 
inside and outside the vampire community, as he attempts to 





gain control of his own destiny. 

What really singles out the environment of Bloodnet is that 
the fiction of each of the numerous locations in the gameworld 
has been so densely and originally conceived; the game has a 
feeling of focus throughout, and gives the player plenty to 
drink in at any particular point during play. The contrast in 
particular between the tense, threatening atmosphere of real- 
world New York and the floating, hallucinatory and almost 
paradisal representation of mind-world Cyberspace serves the 
game spectacularly well as the fulcrum upon which the story 
balances itself. Each of the many scenes within which the pri- 
mary line of this CRPG/Adventure unfolds has been delicately 
conceived, thus providing the player with an attractive and 
“live” environment well worth imaginatively inhabiting. 
Bloodnet seems very much a game to savor, rather than push 
through towards the ending; and, unlike all too many games in 
the CRPG and Adventure genres, for once the player is liberat- 
ed from having to engage in excessive, repetitious,activity to 
get on with things. Moreover, the inclusion of a system which 
allows the player’s NPC allies independent action takes care of 
a lot of unnecessary redundancy in book-keeping and party 
management. 

All too often, computer games tend to fob off watered-down 
or virtually cloned versions of story and event presented in the 
fictions from which they’ve been derived. Bloodnet, by con- 
trast, reveals that the designers and writers have really 
immersed themselves in the genres they’re working with, and 
have in the process invented their own fresh ways through 
them. A brief chat with the producer of the game — Lawrence 
Schick — further confirms that the Bloodnet team have kept 
up with publications like Mondo 2000 and Wired, to pick up 
the cutting edge of the imaginative culture they are operating 
within. It certainly shows in the quality of the work present in 
this, perhaps MicroProse’s most uniquely original 
Adventure/CRPG to date. U 
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OF THE PACIFIC THEATER, 
L OF THE CONFLICT. 
ALL IN YOUR HANDS 








Victory At Sea™ picks up exactly where the Japanese left off December 7, 1941. However, one 
thing 1s different. You’re suddenly in control of the entire Pacific Theater. From the ice—encrusted 
Aleutian Island battlegrounds to the site of what many call the greatest naval battle ever, Leyte Gulf. 


Direct the entire campaign from the task force level, or engage in specific battles. Command the 
Allied Forces, or the Imperial Japanese Navy. Either way, Super VGA graphics and actual documentary 
footage bring your decisions to life. 


Decide which resources to stockpile. Who to promote. Who to demote. Get intelligence reports on 
the political and logistical situation around you. Then plan your next attack. 


Because it’s designed by world—renowned military expert James F. Dunnigan, the historical accuracy 
of Victory At Sea is without equal. It’s also the first game ever to give you GameBook™ technology. 
Featuring real WW II action photos and over 100,000 words of historical analysis 
not available with any other game — all just a mouse—click away. 


December 7, 1941, may live in infamy. But what happens after 
that is all up to you. Visit your retailer or call 800-653-1360 
to order in the U.S., or 800—697—2360 in Canada. 
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VICTORY AT SEA IS AVAILABLE FOR THE IBM PC AND 100% COMPATIBLES AND THE MACINTOSH. 
VICTORY AT SEA IS A TRADEMARK OF THREE-SIXTY PACIFIC, INC. (C) 1993 THREE-SIXTY PACIFIC, 
INC. ALL RIGHTS RESERVED. IBM IS A REGISTERED TRADEMARK OF INTERNATIONAL BUSINESS 
MACHINES. MACINTOSH IS A REGISTERED TRADEMARK OF APPLE COMPUTER. 
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Return to Zork 


by Bill Larkins 


ith RETURN TO ZORK, 
long-dormant Infocom returns 
with a vengeance as a major 
producer of high quality adventure games. 
Return To Zork is such a fabulous game, 
youll almost think it was worth the wait! 

Return to Zork is a big, brassy adven- 
ture game, for which only superlatives can 
be considered appropriate. The game fea- 
tures not one or two, but three huge mazes 
of “twisty little passages.” There is a toy 
puzzle in which one slides lettered squares 
around in a frame. There are dozens and 
dozens of puzzles of a more conventional 
nature typically seen in an adventure 
game. 

You'll meet lots of new people, realistic- 
ally portrayed by professional actors and 
actresses and thoroughly believable. You 
have to deal with these people, talk to 
them and get them to help you. In talking, 
you can “express yourself,” by assuming a 
facial expression of Threatening, Friendly, 
Fascinated, or just plain Bored. And your 
expression matters in how the people you 
are talking to react! 

And the “talking” really is talking, the 
game’s conversations are entirely digital 
voice, and a digital sound card is 
required for the game. If you don’t have 
a digital sound card, by the way, there’s 
a special offer in the game package for 
Infocom’s Life Size Sound Enhancer, a 
cute little gadget that plugs into a printer 
port and has a connector for a standard 
stereo input jack. This is the same sound 
device that was included with Infocom’s 
Leather Goddesses of Phobos 2: Gas 
Pump Girls Meet the Pulsating 
Inconvenience from Planet X, and if 
you have one left over from that game, 
you can use it for Return To Zork. 
Fortunately, Return to Zork is a much 
better game than Leather Goddesses 2. 
The voices in Return To Zork are quite 
clear through the Life Size Sound 
Enhancer. 

Also, you are equipped in the game with 
both a pocket tape recorder on which all 
the audio remarks of those you’ve talked 
to are recorded for playback at any time, 
and an instant camera with which you can 
take snapshots of people and places. You 
can ask people later not only about any- 
thing in your inventory and any place 


76 





you ve already been, but also about any of 
the recorded voices and any of the pho- 
tographs. Of course, if you ask someone 
about something they aren’t familiar with, 
you may not get a very useful answer! 

Return To Zork is an entirely graphics 
“point and click”-based interface, with a 
difference. Instead of a limited number 
of action icons, a custom icon menu is 
brought up for each item in inventory or 
in the “room,” with all the appropriate 
(and sometimes not so appropriate) 
actions you can take with either the 
selected inventory item, the item in the 
“room,” or special actions using the two 
together. As an example, if you “pick 
up” a rope and click the rope icon on a 
log, you might get an option to “tie the 
rope to the log.” With containers hold- 
ing liquids, you might get options rang- 
ing from “pour the liquid into ...,” “pour 
the liquid out,” “drink the liquid,” “throw 
the container at...,” “look at the contain- 
er.” This is the most flexible “point and 
click” interface of any adventure game to 
date, and is magnificently done. 

The only criticism of the Return To 
Zork interface might be that with all the 
options available, the active area to click 
on is rather small for each individual 
action, but even this is minimized since 
you get a text block telling you just what 
action you'll do if you click here. No 
“point and click” interface can be as flexi- 
ble as a parser interface, and of necessity 








some hints are provided by the list of 
available actions you can take with a par- 
ticular item. But the Return To Zork 
icon interface offers as close to the flexi- 
bility of a parser interface as we’re likely 
to ever see, and of course is free of all the 
hassles of “guess the word the program- 
mer was thinking of” that is the usual 
curse of parser interfaces. 

Return To Zork is a huge game, full of 
variety. Don’t expect to finish it in one 
day, and possibly not in a month. Unlike 
the typical adventure game, in Return To 
Zork a lot of the items you'd like to pick 
up belong to someone, and you need per- 
mission to take them. The game includes 
The Guardian, a policeman of sorts who 
appears and strips you of your inventory if 
you take an item without permission. /Ed 
note: kinda reminds me of the thief in the 
original Adventure...] Youll soon catch 
on to playing by the rules! Of course, 
many items are free for the taking as well, 
and, as you’ll find out in the game, Zork 
is one place where money (in the form of 
Zorkmids) does grow on trees. 

Return To Zork is set in the world of 
The Great Underground Empire of the 
original ZORK, but takes place hundreds 
of years later, and little is left of the origi- 
nal Underground Empire except the time- 
less Flood Control Dam Number 3. 
Unlike the original ZORK, the world of 
Return To Zork is filled with people, 
people for you to talk to and interact with, 
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people whose aid is essential to complet- 
ing your quest. Of course, there are also 
Dwarves, Vultures, Hellhounds, and a 
cow who only eats carrots. 

As the game begins, the player has just 
“won” a Vacation Sweepstakes at the 
“fabulous Valley of the Sparrows Resort!” 
All you have to do to claim your prize is 
to show up at the Resort and listen to a 
“low key 90 minute presentation.” The 
prize comes with a free instant camera, a 
tape recorder, and a TeleOrb, a crystal ball 
“television” through which the famed 
Wizard Trembyle provides a running 
commentary throughout your vacation in 
the Valley of the Sparrows. 


has returned since the Great Diffusion 
over 400 years before. From time to time 
Rebecca shows up with tidbits of advice 
to alert the player to what is going on. 
With her trusty shotgun she also serves as 
the “look it up in the manual” copy pro- 
tection in the game. 

Of course, the game takes place both 
above and below ground, and once a route 
is found we can move up and down. We 
eventually learn from Rebecca that the 
evil is associated with a character called 
“Morphius,” who appears in Rebecca’s 
dreams. A mysterious glowing substance, 
Illuminyte, “almost brighter than swamp 
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gas,” seems somehow connected to 





Alas, our player is in for a bit of a disap- 
pointment. 

The game begins with the player arriving 
at a mountain pass leading down into the 
Valley. But that’s no sparrow sitting atop 
the sign, and the sign reads “VALLEY 
OF THE VULTURES.” Oops! 

At least we are spared that “low key 90 
minute presentation”, since the Road to 
the South leading into the Valley, along 
which the Resort is located, is 
“Impassible. Impossible to pass,” as we 
soon learn. And so we are left to our wits 
to find a safe way into the Valley. 

Once we succeed in reaching the lovely 
little half-town of West Shanbar, we dis- 
cover that much of the town, including all 
of East Shanbar, has disappeared, sunk 
below ground, into the recently rediscov- 
ered caverns that are the legacy of the 
Great Underground Empire of Zork, lost 
for hundreds of years. 

The player must find a way into these 
great caverns, where the real exploration 
begins. At first, this is a matter of meet- 
ing and talking to new people, to get an 
idea of what is going on. One person in 
the game who we will meet frequently is 
Rebecca Snoot, a lovely young woman 
who is writing a book about the evil that 
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Morphius and the returning evil, and we 
soon discover a hidden city behind an 
impassible invisible wall. We must some- 
how breach that wall and stop Morphius 
and the evil! 

Return To Zork is chock-full of puz- 
Zles, few of them easy but all of them fair 
and logical. There are three mazes in the 
game. Two of them are huge, but both are 
easily mappable. There are no “twisty lit- 
tle passages” which lead one in uncertain 
directions. Throughout, the mazes follow 
a simple rectangular layout and one can 
reliably backtrack. The third “maze” 
comes later, in which one has to ride a 
mining cart through a dwarf mine, going 
left, right, or straight ahead at numerous 
branching points. 

Of course, even the simple mazes have 
their complications. In one of the 
mazes, the player’s vision begins to fail 
with each step further along, and a solu- 
tion must be found. /Ed note: ah, 
Adventure.... where'd I put that battery 
for the flashlight again???] The other 
of the simple mazes contains several 
characters and traps with which one 
must successfully deal to pass through. 
This is a big game, and finding solutions 
to the various problems and puzzles in it 


will take time and careful thought (and 
lots of trial and error!). Fortunately, 
saving and restoring is simple in the 
game: one need only left-click on the 
upper left corner of the screen to bring 
up the Save/Restore menus. 

Another amusing puzzle in the game 
involves entering a joke telling contest at 
Cliff's Comedy Club, which, as we dis- 
cover, is located at the bottom of the 
Cliffs of Depression. Talk about a tough 
crowd for an amateur comic! As it turns 
out, the winning jokes (which you have to 
find, with help from some of the people in 
the game) are among the most trite, 
ancient ones imaginable. Either the cus- 
tomers down in the Pits of Depression are 
so hard up that they will laugh at 
anything, or, more likely, the writers of 
Return to Zork are enjoying a joke at our 
expense. 

Throughout the game, the Wizard 
Trembyle provides a humorous running 
commentary through the TeleOrb. That 
is, if we succeed in replacing his battery, 
which we are told early in the game is in 
need of replacement, and which soon dies, 
unfortunately in the middle of him telling 
us the famous joke about “the appetite of 
the Wild Boar in the Forest of the 
Sparrows’, which we end up never learn- 
ing. We learn that Trembyle is over 400 
years old, and took part in the Great 
Diffusion. of 400 years ago that was sup- 
posed to disperse evil magic from the 
realm of Zork. Could have fooled me, I 
didn’t figure him for a day over 300! In 
any case, the evil has returned and we 
must deal with it. 

Return To Zork is a monumental 
adventure game, destined to quickly 
become as much a classic as the original 
Zork trilogy. The game makes use of 
excellent graphics and an outstanding 
“point and click” interface that is 
extremely capable. The puzzles are 
numerous, varied, and tough but fair and 
logical. The game requires a sound card 
capable of digital voice, which is used 
throughout the game. The game plays 
well on a 386 and even better on a 486, 
but would be somewhat slow on a 286. 
Although Return to Zork is supposed to 
be playable on a 286, this was not tested 
for this review. /Last Ed Note for now: 
the latest Computer Shopper lists a num- 
ber of 386/33 motherboards for sale with 
CPU for $130 — cheaper than most 
sound cards, so nobody has anything to 
complain about in this case.] For those 
who lack a digital sound device, there is 
a coupon in the package for a Life Size 
Sound Enhancer at minimal cost. 

Return To Zork should be a prime can- 
didate for Adventure Game of the Year, 
and is highly recommended to all fans of 
adventure games.U 
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ary Grigsby’s WAR IN RUSSIA” 
is the most comprehensive 
simulation of the World War II 
campaign that pitted Hitler’s superior 
forces against Stalin’s 5 million-man 
army from 1941 to 1945. 

One or two players can re-enact this 
epic struggle with four campaigns, eight 
historical scenarios and one hypotheti- 
cal scenario. An all-new Scenario Editor 
allows you to revise the existing maps, 


units and equipment — creating the 
potential for unlimited play. 

This massive game offers unmatched 
complexity in scale and detail — as you 
would expect of Gary Grigsby; however, 
the mouse driven interface makes it a 
breeze to play! 








WAR IN RUSSIA is an advanced game, 
but novices can enjoy it too — three 
difficulty settings make this simulation 
accessible to players of all skill levels. 


Available for IBM/ComPaTIBLEs. 


To Order: Visit your retailer or call 
SSI Direct Sales at (408) 737-6800. 


To receive our complete product catalog, send 
$1.00 to: SSI, 675 Almanor Ave., Suite 201, 
Sunnyvale, CA 94086. 


©1993 Strategic Simulations, Inc. All rights reserved 
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Lands of Lore 


by Judith Weller 


ands of Lore: the Throne of 
Pci is Westwood Studio’s first 
CRPG under its own name. And 
the Westwood studio trademark, gor- 
geous graphics, is omnipresent in the 
game. These are some of the best game 
graphics this reviewer has ever seen, and 
they make playing the game a real treat. 
The interface and puzzles are very simi- 
lar to the Eye of the Beholder games 
which Westwood did for SSI: tile based 
graphics, smooth scrolling, first person 
point of view, real-time combat, puzzles 
based on spinners, teleporters, and pres- 
sure plates. However, to call the game 
just another Eye of the Beholder is to 
sell it short. There is a lot more here than 
there ever was in Eye of the Beholder. 


Storytellers Deluxe? 

For starters this game has a story! And 
while not a great story, it is entertaining 
enough to carry the game along and keep 
players interested in finding all the keys 
to defeat the evil sorceress Scotia. As the 
outstanding animated introduction tells 
you, the evil Sorceress, Scotia, has found 
the ring known as the Nether Mask, 
which will allow her to metamorphose 
into numerous human and animal shapes. 
At the head of the Dark Army Scotia 
plans to use the Nether Mask to invade 
the Kingdom of the Lands and subjugate 
King Richard and Gladstone Keep to her 
evil sway. Unfortunately, King Richard's 
army is in another part of the kingdom 
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and cannot be summoned in time to meet 
the evil forces of the Dark Army. 

A call goes out for a hero and champion 
to come to King Richard and the Land’s 
aid. Your character is that person. The 
first assignment is to hasten to Southland 
and, with the aid of Timothy, to obtain 
the Ruby of Truth. You arrive at the 
manor only to find Sir Roland dying, and 
learn that the Ruby of Truth has been 
stolen by the evil forces. You dash back 
to Gladstone Keep only to learn that the 
worst has happened: Scotia has succeed- 
ed in invading Gladstone Keep and pot- 
soning King Richard. However, the good 
sorceress Dawn has stopped the flow of 
the poison by placing King Richard ina 
sort of Cryo Chamber which will freeze 
his body until an antidote is found. Dawn 
asks her faithful assistant and student, 
Baccata, to go with you to the Draracle 
and learn the formula for the antidote. 

You hasten to the Draracle’s cave only 
to find that you must seek out the ingredi- 
ents to the potion. The Draracle gives you 
a riddle scroll with the ingredients on it. 
You dash back to Gladstone Keep with 
the scroll in hand, only to learn from a 
dying Timothy that the Keep has fallen to 
the evil forces of Scotia and the Dark 
Army. As you and Baccata are trying to 
decide what to do next, someone hisses at 
you from the bushes, and lo and behold 
there is Victor, the castle Armorer. Dawn 
and the Council have fled to Opinwood, 
and you must find them there and get fur- 





ther instructions. Victor asks you to meet 
him at Yvel City, where he plans to open 
a new business. Once you arrive in 
Opinwood, there is much to see and 
explore as you seek to save the Kingdom 
from Scotia and to rescue King Richard. 

While the game may have a lot of “find 
and kill Branzil” /Ed note: we respect 
our competitors’ brand names] elements, 
Lands of Lore nonetheless sustains a 
credible story, which will add immensely 
to gamers’ enjoyment in playing the 
game. Actually, your eagerness to get to 
your next assignment will make the game 
rather addictive. You want to know what 
is around the corner! You will quest 
through swamps, mines, forests, caverns 
and caves, where you will meet all sorts 
of evil critters. In short, this game can be 
a lot of fun and many people will pass 
many a day playing it, for it is a big 
game, especially if you choose to solve 
all the puzzles and investigate every nook 
and cranny of your current location. And 
sometimes when you think you’ve fin- 
ished exploring an area, a teleporter will 
zap you to an entirely different part of the 
same level. 


My Kingdom for 
a Good Combat System! 

However, all of the above does not 
mean that Lands of Lore is without its 
shortcomings. The biggest is the combat. 
There is no strategy or tactical thinking 
involved. You click on a weapon or spell 
icon and the game “rolls” the hit dice and 
the outcome is decided! Personally, I pre- 
fer a little more strategy to my combat. | 
like to feel that the decisions I make have 
some relationship to the outcome of the 
battle. This is not a part of the combat 
system in LOL. 

Many CRPG enthusiasts will also be 
disappointed that there is no character 
generation. The games give you a set of 
four pre-generated characters to select 
from. One is strong in magic, another in 
combat, a third in stealth and cunning, 
whereas the fourth character is an all- 
arounder. I picked the all-arounder and 
found him a very useful character, as he 
quickly improved in a number of areas. 
Moreover, one thing that the game is 
insistent upon is that all the character 
have abilities in the three main areas of 
CRPG character creation: Combat, 
Magic, and Thievery. Therefore no mat- 
ter which character you select, that char- 
acter can improve and gain levels in all 
the skills. As the game progresses, you 
will rapidly acquire teammates who bring 
strength in areas that your character 
might not have as well. / don’t see this as 
a significant short-coming of the game, 
but I am sure that many players will be 
unhappy with not being able to create 
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their own characters. 


Auto-Map on the Right, 
Cartographer’s Delight... 

There is an outstanding auto-map fea- 
ture as part of Lands of Lore, and | do 
wish that other game designers would 
take a serious look at this auto-mapping 
scheme. Everything you could ever want 
to know is annotated with a legend on 
LOL’s automap. You can see the loca- 
tion of pits, traps, teleporters, chests, but- 
tons and levers. As a matter of fact, if 
you don’t see a button or lever — don’t 
worry, just check your automap and it 
will be marked there so you can easily go 
back and find out what will happened if 
you push or pull it. 

The same is true of all the standard 
“store” locations; they’re marked on the 
auto-map, so there’s no problem in re- 
tracing your steps to buy something you 
didn’t have the money for during the first 
visit. However, I do wish that Westwood 
had not suddenly disabled the auto-map 
towards the end of game in one particular 
area. Granted, you get it back after you 
leave the area, but once you become 
addicted to the auto-map it is so hard to 
have to part with it even for a little while! 

As is the case with so many real-time 
combat CRPGs, | did not find the play 
balance particularly good. It’s the usual 
problem: there you are, trying to get off a 
spell or change to a more suitable 
weapon, while the monsters keep attack- 
ing you mercilessly. This is particularly 
annoying in the very beginning, as die- 
and-restore consumes a lot of non-quality 
playing time. I find that setting the mon- 
sters to “wimpy” allowed me to get my 
character built-up in level, and with suffi- 
cient spells in hand, I then put the mon- 
sters back to “normal”. Only a masochist 
will want to set the monsters to “fero- 
cious” at the beginning of the game. 

I am glad that Westwood included the 
ability to set the monster level, since it 
helps re-adjust the play balance in the 
beginning of the game. Unfortunately 
even “wimpy” monsters get tough in the 
later parts of LOL. They come in great 
waves, so that you have no time to escape 
and “heal” your characters. Westwood 
thus needs to reconsider the play balance 
in the later levels of the game, since the 
toughness of the combat may well dis- 
courage many players. Because the com- 
bat becomes almost non-stop the further 
the game progresses, players who do not 
like such combat intensive games would 
do well to avoid this game. /Ed note: 
while I would not in any way single out 
Westwood in this regard, it has seemed to 
me over years of experience with CRPGs 
that this means of increasing the difficulty 
level of a design has its serious hazards; 
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stalwart fans of the genre are no doubt 
likely to be suspicious of such “tough- 
ness’’ as no more than a company’s 
cheap and easy way out of being accused 
of having provided the player little play 
for the money. In other words, it’s all too 
easy for a company to ramp up the diffi- 
culty level simply by resorting to the 
“waves of impossible-to-defeat mon- 
sters”’ tactic, and then claim — in tones 
that ring false to true fans — “one hun- 
dred hours of play” for a game that’s 
really no more than ten or twenty.] 


All My Bags are Packed, 
I’m Ready to Go 

Another area that could stand some 
improvement is the inventory set up. It is 
currently designed as a scrolling bar at 
the bottom of the screen. This can be 
troublesome with real-time combat. The 
inventory holds a lot, and you are going 
to have to spend some time periodically 
getting it organized so that the potions 
and get-well herbs are in one spot, sur- 
plus weapons in another, etc. 

Also, be sure and keep the potions in 
constant display. I “died” several times 
while frantically scrolling through my 
inventory to get to the potions. This area 
in the design needs some improvement, 
or at least the combat needs to “wait” if 
you are doing something else besides 
clicking on your weapon or spell “but- 
ton”. 

The automation of the spells is truly out- 
standing. They literally fly off the charac- 
ter onto the monster in the viewing win- 
dow. A great piece of animation there. 
However, while that is all very nice, I 
missed having some sort of “LIGHT” 
spell. Most CRPGs, from Adventure 
onwards, give their characters a Light 
spell of some sort, or the ability to stack 
multiple torches or oil flasks. By con- 
trast, Lands of Lore uses oil flasks, and 


they don’t last very long in the lantern; 
each flash takes up one inventory slot. In 
several areas of the underground portion 
of the game, I just did not use my lantern 
as I was short of oil flasks. Consequently 
I know that I missed some things by 
doing that. But there are just not enough 
oil flasks found in the 
mines/dungeons/caves etc., and besides, 
they overload the inventory. A little re- 
design here is needed for the sequel (and 
yes, I predict there will be a sequel), 
folks! 

The variety of monsters is nice. Of 
course, there are the usual Orcs and Rats 
— after all what would a CRPG be with- 
out some Orcs to kill! But Westwood has 
also created lots of new monsters, and the 
attractive animations of all the monsters 
add immeasurably to the fun of the game. 
I really like the expression on their faces 
when you zip off a good fireball spell! 
Ah, there’s still nothing like a fireball 
when it comes to dealing with trouble- 
some monsters... 

As I mentioned above, the puzzles are 
mostly of the lever, pressure plate and 
button variety. Consequently many of the 
solutions are arrived at by using the 
“brute force” method — i.e. save, try 
something, die and restore (yawn). I 
would have preferred more puzzles 
resolvable through logic, instead of by the 
“try until you stop dropping” method. I 
suspect that this area of the game play 
should improve as Westwood gets player 
feedback on Lands of Lore. 

When all is said and done, Lands of 
Lore is after all an excellent game, and 
gamers will spend many a happy hour 
playing this one. I just hope Westwood 
will make some of the changes I have 
noted for their sequel. A few changes 
and modifications to the game engine will 
ensure a high profile success to sequels. 
Meanwhile, good job, Westwood! U) 
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This won't be any picnic. With the 
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This month, Steve Bauman fights with Fin-de-Siecle 
Exhaustion as he concludes his overview of.. . 


Betrayal at Krondor 







e’ll wind up our trip through Betrayal At Krondor 
WW: a few words of wisdom and some warnings. This 

game is long and can get tedious at certain places, so 
much so that I wanted to quit more than once. If you stick with it 


you will be rewarded with a fine story, a surprise ending, and too 
many silly battles. Oh well, two out of three ain’t bad. 


Chapter Four 

You start this chapter deep in the bowels of Sar-Sargoth, and 
quicker than you can say “tedious maze,” you’re forced to fight 
your way through an, er, tedious maze that’s a couple of levels 
deep. The game came to a grinding halt for me in this chapter, as 
it just took way too long to get out of here and it did nothing to 
advance the story. However, after all of these battles Owyn and 
Gorath will be serious butt-kickers. 

Immediately click all over Sar-Sargoth once you leave, as there 
is an emerald hidden there. You'll need that to deal with Nalar’s 
Rib, unless of course you enjoy the many battles you’ll be facing 
should you fail to find that Rib thing. Finding it’s the trick, and 
all I can say is that it’s off the roads. Head due south from Sar- 
Sargoth, west from the graveyard and then due south once you 
clear the mountain to the south. You’ll be close when you find 
the magical trap. From the trap, head southwest and you’ll find it 
in the middle of a batch of trees. Using the emerald on it will kill 
most of the nasties on the roads south. Head to Armangar to fig- 
ure out what to do next. 

Now for even more tedious adventuring. You’ll need to cross 
back and forth across the map, which is silly and boring. Since 
there’s no pressing time issue here, you’|l spend what is proba- 
bly a game year fulfilling the various quests you’Il need to fin- 
ish to finally be able to proceed south. Be sure to travel to the 
south-west bridge to trigger the keyword needed to get past the 
bridge. 

When you get the spell needed to enter Harlech you’ll proba- 
bly be wondering why you keep getting detected. Keep an eye 
on the top of the screen where the various icons represent what 
spell is active, to see when the spell you cast has run out (it 
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runs out after about ten steps). Once it disappears, before you 
take another step cast it again. 


Chapter Five inl 

You'll be back to Locklear and James for this chapter, with a 
new spellcaster named Patrus. You’ll miss Owyn, that’s for sure. 
One thing to be aware of is the “Union” spell that Patrus has. 
You'll need it in order to be able to read the Moredhel wordlock 
chests. 

Talk to the Baron, who’ll give you your first quest. Go south to 
Duke Martin, who you’ll be repeatedly visiting this chapter. 
Once you solve one of his quests, he’ ll give you another. Again, 
the nature of the game betrays reality, as you can take as long as 
you want to finish each quest no matter how important it is to the 
general scheme of things. 

Youll find the items in the first quest just northwest of Duke 
Martin. You’ll need to buy some Coltari Poison, which can be 
bought at Northwarden. The next quest will take place in 
Dencamp on the Teeth (my favorite town name in the game — 
I'd proudly call that home, provided I could live on Incisor 
Lane). After dealing with this quest, you’ll have to venture to 
Raglam to do a little engineering work. In order to talk to one of 
the characters here you'll have to have a really bad bard, and 
Patrus is that guy, though he may need to be drugged with a cer- 
tain popular drug in order to really play badly. 

Now comes your final quest of the chapter. It involves a partic- 
ularly nasty battle against six Moredhel spellcasters, who can be 
found southeast of Dencamp on the Teeth in a house that you 
previously could not get close to. You may want to save before 
proceeding. Make sure you have loads of restoratives and get 
right in the faces of spellcasters — they can’t cast when you’re 
right next to them. You can tie up two or more at a time with 
proper placement. 


Chapter Six 

Back to Owyn and Gorath. Back to the sewers under Krondor. 
Head to the southeast corner, and the artifact you’ ll be searching 
for is on the second level of the sewers (I think the entrance is in 
the northwest part of the sewers, but don’t take my word for it). 

Now you get to head to Malac’s Cross. Search the dead body 
outside of town to retrieve a needed item. There are some nasty 
battles with some Pantathian Serpent Priests on the way, so 
you'll need to stock up on restoratives and enhancers. You may 
want to visit Malac’s Dragon while you’re in the area, even if 
you’ve already been there. 

Abbot Graves is in trouble, and you’re going to fix everything 
up. Visit Mitchel Waylander near Sloop, who’ll send you to 
another place, and you’ll eventually make your way to Eggley. 
Use the temples to teleport around if you have the cash. 

Now you get to visit the Elven city, which can be entered via 
the mines near LaMut. Once in the Elf world, head northeast, 
traveling parallel to the mountains. Once you’ve talked to 
Calin you’ll need to find Tomas. Head to the west road and 
cross the bridge. If you follow the road you’ll fall asleep and 
eventually die. When you get the message that you’re feeling 
weird, head back south and follow the river west to the moun- 
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ROLE PLAYING 





tains. Once you’ve found them, head north along the moun- 
tains until you find the Ruins. 


Chapter Seven 

This chapter begins with a nice torture scene where you find out 
the true plans of the Moredhel. I knew this series was called the 
“Riftwar” saga for some reason. 

Head southeast in the forest and cross a bridge. Continue south- 
east till you meet up with Duke Martin again (he really gets 
around, or so Mrs. Martin says...). If you continue southeast 
you ll meet up with Obkhar. Both will tell you what to do this 
chapter. 

If you head south you’ll get to a bridge where you’ll need a 
password to get by. The password can be found in a worldocked 





chest in the northwest section of the forest. You will not have to 
cross any bridges to find it. 

Head east to talk to Moraeulf, the leader of the opposition who 
thinks you’re mercenaries. He’ll tell you where the item you 
need is. Of course it’s not there, but follow the note and you’ll 
find it after a few nasty battles. 

The rift machine is near the center of the forest behind an illu- 
sionary mountain. It took me forever to find it, so Pll leave you 
in the dark so you too may suffer the same frustration I felt look- 
ing for it. Have a nice day. [nice guy, ain’t he though?] 


Chapter Eight 
You'll be traveling with Gorath and Owyn again in this chapter 
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and find yourself in a bleak part of town (actually, it’s another 
world, but who’s counting?). Get ready to fight a whole mess of 
serpents. You'll also want to stock up on food in the chapter, as 
you'll not find a drop of it in Chapter Nine. 

Head west on the starting road, then north. To use magic you’ll 
need to find a crystal staff and manna from the yellow plants. 
Use the crystal manna on the staff and it’Il be charged up. 

Avoid the southwest section until you’ve talked to the pillars in 
the north. They’ll send you after the Cup of RInn Skrr (hey, I 
want some vowels in my words, thank you very much). It can be 
found in the southeast. Expect a fight. Return it to the pillars, 
who’ll lead you to Pug. 

Pug, who apparently sings lead in a local heavy metal band (or 
at least looks that way), will join you after you visit his house in 
the northeast. If he uses the cup a couple of times he’I] learn all 
of the spells. He needs the “Strength Drain” spell in order to fin- 
ish this chapter. So does Owyn. You can find it, and some 
armor, in a hole in the southwest. 

Gamina can be found in the caverns in the center of the island, 
where the roads intersect. You’ll need to defeat some Wind 
Elementals, and they can only be killed by repeated castings of 
“Strength Drain,” one by Owyn and one by Pug, as they regener- 
ate their health points every turn. Now it’s off to Sethanon! 


Chapter Nine 

Head north in the caverns under Sethanon to figure out what to 
do. You’ll need to kill six Tsurani spellcasters. Make sure you 
have the key from one of the first goblins you’ll kill in the first 
room. The Tsuranis can be found on the second level, which can 
be reached via a staircase in the northeast part of the caverns. 

The best strategy here is to just follow every door and path and 
you'll eventually bump into all of the priests. Keep track of how 
many you kill, as the game won’t notify you when you’re done. 

Once you’re done with that you’ ll have a particularly nasty bat- 
tle (the last of the game). I found that having Pug cast freeze on 
Makala, then having Owyn cast “Evil Seek” was very effective. 
Once that is done with, you get an ending animation and text and 
the game is over. 


Summary 

I must say that the ending will be very controversial to many 
gamers who are accustomed to controlling the destiny of their 
characters. Basically, someone dies and you can’t do anything 
about it. Some people have expressed dismay at the game killing 
off one of the main characters, but it’s a standard literary conven- 
tion (whether it’s martyrdom or the ultimate sacrifice for the 
good of all) and as such deserves place in a game with literary 
pretenses. I think the ending was fantastic, with a nice twist on 
the “kill the ultimate bad guy” ending. Sure, you have that tough 
ending battle, but the person in question wasn’t inherently evil, 
just misguided. 

My final words on Betrayal At Krondor is that the story was 
fabulously told, there were innovations all over the place, but the 
game was hampered by its reliance on the irrelevant questing, 
endless battles, and boring traveling that is part and parcel of the 
role playing game experience. If Dynamix really wants to inno- 
vate in the genre, they should break the chains that bind them to 
these conventions. Devise ways to avoid battles, keep the quest- 
ing relevant and realistic, and figure out a way to keep time real- 
istic, without imposing a time limit that hampers exploration for 
the gamer. If I knew how to do all of this, of course, I’d be 
designing games instead of writing about them, but perhaps 
Dynamix will figure out a way to transcend the genre. Betrayal 
At Krondor is certainly a step in the right direction, and I’ll look 
forward to any subsequent role playing game they attempt. 

But did I mention that the digitized characters look really 
silly?...Q) 
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he Windows operating system 
poses a frustrating conundrum for 
game publishers. Recent surveys 


indicate that Windows applications regu- 
larly outsell their DOS counterparts, so it 
follows that there must be a voracious 
market out there for Windows-based 
games. Yet state-of-the-art computer 
games take to Windows like a fish takes 
to air hockey. Even as game designers 
struggle to squeeze a few more frames 
per second out of their 3D texture- 
mapped spaceflight simulators, Windows 
— with its huge overhead for multi-task- 
ing, system calls and high resolution 
graphics — effortlessly slows them down 
to a snooze-inducing crawl. One shudders 
to imagine what Strike Commander 
would be like as a Windows app: You 
could make a run to your neighborhood 
software emporium between frames, 
probably to return the game. 

The obvious solution, upon which game 
publishers are converging with unseemly 
haste, is to recycle games from the golden 
age of microcomputing, back when 8 mhz 
was considered lightning fast and most 
CPUs ran as slowly unencumbered as a 
486 does with Windows strapped to its 
back. The publisher gets extra income 
from a game that earned out its develop- 
ment costs in 1982, a retired designer gets 
an unexpected royalty check, and the 
Windows user gets a game that can be 
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played while the spreadsheet is recalculat- 
ing and the boss is looking the other way. 
Hence the popularity of Windows “enter- 
tainment packs.” If you long for the days 
when Hunt the Wumpus was the latest 
word in computer jollity, then your hour 
has come back around at last. 

In this company, the new Windows ver- 
sions of Deja Vu I & I: The Casebooks 
of Ace Harding look like real edge-of- 
the-envelope stuff. First released in 1987 
and 1988 for the Macintosh, Deja Vu 
I&II were state-of-the-art GUI-based 
adventure games in their time. Truth to 
tell, they still look pretty darned good. 
Longtime Macintosh users might find lit- 
tle of note in their clever use of the drag- 
and-drop metaphor — Mac games, after 
all, have been doing this sort of thing for 
nearly a decade — but PC game designers 
have been relatively slow to master the 
possibilities of mice and menus. After suf- 
fering through a host of clumsy PC game 
interfaces over the years — I’m not nam- 
ing names — it’s nice to be able to pick 
up an object with the mouse cursor and 
simply drag it where I want it to go, the 
way that God and Xerox PARC intended. 

Plotwise, Deja Vu I has more 
Macguffins than an Alfred Hitchcock film 
festival. The central character in this com- 
puter game noir is a private investigator 
who wakes up one evening in the men’s 
room of a sleazy bar to discover that he’s 


misplaced his identity. It’s an inconve- 
nient time for a bout of amnesia: he’s sus- 
pected of being a murderer and has been 
injected with a slow-acting poison to boot. 
As the PI’s mouse-wielding alter ego, you 
get to stumble around 1940s Chicago in 
search of an antidote for the poison, clues 
to your identity, and the name of person 
who’s been littering the countryside with 
freshly plugged corpses. The second game 
in the series, subtitled Lost in Las Vegas 
and conveniently included in the box, 
picks up where the first leaves off, with 
the mobster friends of the murder victim 
from the first game kidnapping our hero 
and dragging him off to the titular gam- 
bling capital. 

All of this is done with nifty 256-color 
SVGA graphics and a dollop of sub- 
Raymond Chandler hardboiled wit. The 
interface is the thing, though. The game is 
played in multiple graphics windows scat- 
tered around the high-res screen, which 
you can rearrange and resize to meet your 
most obsessive-compulsive desires. The 
Main Window shows the world through 
P.I. Ace Harding’s eyes. Should you want 
to examine or pick up any visible object, 
you can double-click on it or drag it with 
the mouse. A host of object-oriented com- 
mands —- Examine, Open, Close, Speak, 
Operate, Go, Hit and Consume — are 
accessible from the Command Window. 
Click on a command, then click on the 
object or objects you want to perform it 
on. The best part of the interface, though, 
are the inventory windows. You start out 
with only one, filled with the objects you 
are Carrying on your person. Open any 
object capable of carrying other objects 
and another inventory window appears, 
which may in turn be filled with objects 
that have their own inventory windows, 
like nested Chinese boxes. 

Under all of this is an adventure game 
that’s fun, but starting to show its age. 
This isn’t a friendly LucasArts-style 
adventure like The Secret of Monkey 
Island. Make the wrong move here and 
you'll find yourself in the morgue. The 
animation, other than the drag-and-drop 
stuff that Windows provides, is primitive 
at best. Several puzzles hinge on finding 
small objects and delicately clicking on 
them with the mouse cursor. And once 
you get past some of the more irritating 
obstacles that have been placed in your 
path, the solution to the mystery isn’t ter- 
ribly hard to uncover, especially in the 
first game of the series. Nonetheless, the 
sleekness of the interface and the game’s 
crude but often irresistible sense of 
humor keep things entertaining even 
when you’re alternately cursing the 
designers for making things too tough 
and for making them too easy. They must 
be doing something right. U 
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TIPS 


Tornado 


The simulator within the sim 
Commentary by Frank “Turk” Bartolotta: Part 2 


Day Three: Rolling Thunder 

n to lesson 3 for some landing practice. The Tornado 
has an extension of its AFDS system when you are in 
approach mode - that is, once you have picked up the 
ILS beam from the runway. AFDS Approach mode will take 
you in on the ILS beam, but you must help out by slowing the 
plane down, sweeping the wings forward, lowering the flaps 
and the landing gear and then finally taking control yourself for 
the final touchdown. Landing is relatively easy compared to 
most other flight sims due to this autopilot mode, but don’t rely 
too heavily on this system. You must learn to land manually or 
you will regret it when you get into combat, where your instru- 
mentation may be damaged or you might need to land where no 
ILS beam exists. Get your tick and then let’s move on. 





Off to the Races 

We will skip Situations 4:IDS - Cross-wind landing practice, 
S:IDS - Navigation exercise and 6:IDS - Single engine han- 
dling (don’t you skip them, however) and move on to lesson 
7:IDS - TWCU - Free Fall bombs. You are now in the 
Tactical Weapons Conversion Unit (TWCU) part of RAF 
training. The lesson starts with the “laydown” mode of bomb 
delivery. As soon as the cockpit appears, go into AFDS Track 
mode and then jump into the navigator’s seat. You will see 
from the left TV tab display that you are approaching waypoint 
C. The Store Management Display in centre shows you are 
carrying 3 bomb packages for targets X, Y and Z and that the 
mode of delivery is “lay” (laydown). Later you will learn how 
to change packages and the mode of delivery, but for now let 
the GR4 take you in to the target as a real Tornado pilot would. 
No sense in flying manually when not threatened or changing 
target or waypoint designations. As you pass waypoint C, the 
plane will start the bomb run, but only the pilot or navigator 
can arm the bomb package. Hit the commit button and then 
switch to the pilot seat and you will see the HUD mode change 
to show the Bomb Fall Line, the CCIP (continuously computed 
import point) and the Target Marker. AFDS Track mode will 
take you in, but you must manually release the bomb package, 
as in the real Tornado. DI provides you with the capability of 
viewing your bombs on their way to destruction of the target 
through the Bomb View mode. You hear a good explosion, 
see the craters, but you get black dots for what should be a 
flash of fire and debris. DI admits this is a weak point in the 
graphics design, but working within the 640K DOS memory 
limitation they compromised on this element. I too like a fiery 
explosion, but it really does not detract from the excitement 
and satisfaction of hitting the target, particularly since all of 
the other graphics are excellent. By the way, those were 
1000Ib GPB’s (General Purpose Bombs) you dropped. 

Switch back to pilot view and by now you have probably 
passed way point D and are on your way to target Y. Very 
soon you will get a warning tone on your Radar Warning 
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Receiver (RWR) and you will see the SAM and AA icons light 
up. It’s a good thing you still have “Enemy: Inactive” because 
you would soon have a SAM chasing you. You are now going 
to drop 10001b RET bombs (Retarded Bombs) from 200ft. 
You can do this without blowing yourself up because delivery 
is retarded by use of mini parachutes, so that your plane passes 
the point of danger before the bombs hit the ground. Watch 
them hit after you release them. Finally, let AFDS Track 
Mode take you to waypoint 2, where you will drop the BL755 
bombs (cluster bombs, used mainly for groups of vehicles or 
aircraft on the ground). 

Once you get the tick for lesson 7, go back to the manual and 
learn the “loft” delivery mode using the 1000Ib GPB bombs. 
The loft delivery, also known as “toss-bombing,” is very real- 
istically portrayed in Tornado. If you have any doubts, read 
the book Tornado Down, about the two RAF pilots shot down 
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TIPS 


during the Gulf War whose captivity and torture made world- 
wide news. DI has done a fantastic job of teaching this deliv- 
ery method in their manual in conjunction with Situation 7 in 
the Simulator. This method produces greater protection for the 
Tornado against target ground defence, since it does not have 
to fly directly over the target. But to be accurate you must 
practice. Once you have mastered all these automated (or 
semi-automated actually) systems, go back and learn how to 
designate targets of opportunity on either the ground radar or 
the navigator’s scrollable map. You actually program a target 
of opportunity into the AFDS track mode system. And of 
course to boost (or deflate) your ego, go back and practice 
some manual bomb delivery for unplanned targets or when 
your radar or MFDs are out of order. 





Laser Dog 

In Situation 8, DI introduces us to the the laser-guided bomb 
(LGB). The current GR1 Tornado actually relied on the laser- 
guidance system of RAF Buccaneer jets to home in on LGB 
targets. The GR4, which should soon come into service, incor- 
porates the laser-guidance and target designation system into 
the Tornado avionics so that the GR4 can hunt alone.This is a 
very unique system, with significantly more human interaction 
needed than under the previous bomb delivery sessions. As 
navigator, you have to locate Target X — which prove to be 
hardened aircraft shelters (HAS) — and designate the target 
with the Thermal Imaging and Laser Designation (TIALD) 
system. This is not as easy to master as it might sound when 
you read the relevant section of the manual. The secret is to 
plan in advance and know where your targets are. You can do 
this when you plan a mission or have one provided for you, but 
in this lesson you start airborne. After hitting several buildings 
and getting “missed target” debriefings I realised how to locate 
the HAS. Spot the airfield on the navigator’s scrollable map 
and note a landmark (I noted a body of water near the airfield). 
Now go to Situation 19 IDS — Fire Fire — and go into the 
mission planner. Spot the airfield and use the 6X magnifica- 
tion function. Then use the Point Data mode to identify the 
buildings. You will find 4 HAS to the left front part of the 
main runway and 4 more HAS at the top of the runway to the 
far right. Now that you know where they are, go back to les- 
son 8. It is still very difficult to hit more than | HAS, and in 
fact you may not get a tick if you only hit 1. In fact, after 
many attempts the best I have been able to do is hit 2 HAS on 
the left front and 1 HAS on the top right of the runway. You 
must time your bomb releases and watch for the ground flash 
on the TIALD display and then quickly move the target desig- 
nator for multiple hits. Make sure you use the Bomb View to 
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watch those LGB’s fly and hit. It’s like watching the real 
thing on CNN news during the Gulf War. Again, finish your 
flight plan if you want the tick. 

Well my alloted magazine space has nearly run out, so you | 


will have to visit lessons 9:IDS-TWCU-JP233 and 10:IDS- 


TWCU-ALARM on your own to learn about the JP233 run- 
way attack bombs and the AirLaunched Anti-Radiation 
Missiles used to take out ground defense to clear the way for 
IDS strikes. By then you should be ready for the simulator 
“missions” in the IDS-OCU (Operational Conversion Unit), 
lessons 13-Simple loft attack, 14-Bad weather and fighters, 15- 
Six-Tornado strike, 16-Formation airfield attack, 17-Train- 
busting and 18-Battlefield support. Lastly, finish off by plan- 
ning and flying your own mission in lesson 19:IDS-Free Fire. 

Once you have been through the Simulator at least once and 
received all your ticks (well OK most of them anyway), go | 
back to Lesson 7 and turn on Collisions: Crash and Enemy: 
Active. Now let’s see how well you have learned to fly the 
Tornado GR4. I have only made it all the way through once 
out of probably 30-40 trips. Try it a few times on your own 
before you read the following hints (don’t cheat:) If you hit 
AFDS Track mode as soon as you appear airborne, you will 
get through target X with no problem, but 45-47 seconds (look 
at the TTG on the pilot’s MFD) before you get to target Y you 
will get that stomach wrenching tone on your RWR and the 
AAA and SAM lights will flare and the respective icons will 
appear. At 31-33 seconds before you reach target Y you will 
get a missile launch and you will see a red IR missile icon 
appear on the RWR. It is dead ahead. You can jink around 
and use flares to shake it, but within a short time a second IR 
missile will be coming at you (once I saw an IR missile miss 
and hit the ground in front of me; unfortunately a second mis- 
sile knocked me out seconds later). You don’t have to deviate 
from the flight plan to shake IR missiles here. If you take the 
Tornado down to 100ft or less and speed up (very dangerous 
but this is war, my friend) before the missiles get fired or 
shortly after and use a few flares, you can shake ‘em. 
However, if you get by the first 3 SAM’s be careful, or you 
will collide with ground structures before you get to target Y. 
If you flip back to AFDS Track mode just before target Y and 
drop the 10001b. RET’s you may first kill yourself or damage 
your plane. Why? Because AFDS Track sets you at 420 knots 
(navigator error?) Every good navigator knows that you 
should fly at 550 knots or better when dropping these bombs at 
200ft or less. Whew, you got target Y! Don’t relax, there’s 
another SAM coming and I think this is the toughest one. So 
far I have only gotten through once in over 20 tries. 

Now that we have taken a short tour I am sure you can tell 
how much I like this game. What’s more, Tornado has never 
crashed on me in about 30 hours of play. Sure, there is the 
sound “bug” (which DI notes in the readme file), and yes I 
don’t like the explosions, but there is not a lot else to substan- 
tially criticize (with the possible exception of the lack of a 
VCR function). Yes, DI did have to make some compromises 
by keeping within the 640k DOS limit, which means no digi- 
tized voices, no VCR function and some limits to the amount 
of objects that could be included (which is the primary reason 
for the lack of fiery explosions) but they don’t detract one iota 
from the game play or realism. I spent a few hours talking 
about the game and DI with DI’s Director and Tornado 
Project Manager David Marshall, and he has assured me that 
there will be further enhancements to Tornado. DI is dedicat- 
ed to producing realistic flight sims (and modem play as well) 
so I believe we can expect some excellent products from them 
in the future. If you are a flight sim fanatic craving for realism 
or a novice who wants to progress to a complex flight sim, 
Tornado is a must buy! 
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SEAL Team Camp, Hha Be, Rung Sat Special Zone 





ietnam. The mere mention of the 
name conjures up so many convo- 
luted emotions that many people 
in the United States would just like to for- 
get it ever happened. Most who were 
actually there cannot forget it, and the 
scars from that non-war run very deep in 
the nation’s psyche. Perhaps it was the 
effect of being the first war on TV, or the 
result of the distortions and outright lies of 
the government, press, and the partici- 
pants that have elicited these emotions. 
Computer games have for the most part 
stayed away from Vietnam as a subject 
for games, perhaps for these very reasons. 
Until now. 

Seal Team is a first-person action-strat- 
egy simulation of the Navy SEAL’s oper- 
ations against the Viet Cong and the 
North Vietnamese Army from 1966- 
1969, with an emphasis on strategy rather 
then action. Good reflexes will be 
required to get out of some hairy situa- 
tions, but Seal Team really rewards the 
stealthy player who can avoid outright 
gunfights and carry out their mission as 
quickly and quietly as possible. This 
game is definitely not for the player who 
enjoys indiscriminate killing of every- 
thing in sight. That gamer would be bet- 
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ter off with Operation Wolf or 
Wolfenstein 3-D to quench their thirst 
for senseless graphic violence. 

That’s not to say that Seal Team is for 
puritans. You will do a lot of killing in 
this game, but then again the purchaser of 
this game knows this going in. In the 
game you control the point man of a Navy 
SEAL (SEa, Air, Land) team. Your team 
consists of a crack team of specialists who 
will be assigned a number of different 
types of missions: patrols, ambush, demo- 
lition, rescue, recover, snatch, and general 
reconnaissance. The game comes with 
eighty missions, which are played in a 
certain order when in campaign mode but 
can also be played independently of one 
another in practice mode. As the cam- 
paign progresses, you'll want to phase in 
new SEALS in order to balance their 
attributes (which include weapons skills, 
strength, and agility) in case one of your 
SEALS meets his untimely death. 

The campaign mode for Seal Team is 
pretty weak, as it just follows the mis- 
sions in a certain order, with no variables 
thrown in. If you complete a mission, 
you move on to the next. If you do not, 
you get no points and you should restore 
to a saved game. You rise in rank based 


on accumulated points, and this also 
affects the awarding of medals (the whole 
idea of points is curiously arcade-like in 
what is a non-arcade game). Being able 
to practice any of the missions, though 
unrealistic, is a good feature for begin- 
ning players. Unfortunately there is no 
mission builder, which would have been 
an interesting and useful feature. 

The playing of the actual missions them- 
selves are mixed. Patience is required in 
both playing Seal Team and in learning it. 
The manual (still in beta, though the soft- 
ware we’re working with is in final form) 
was quite complete and had a lot of inter- 
esting background on the SEALs and 
Vietnam, but the tutorial was rather short. 
A tutorial is quite important for this game, 
because on any given mission you may 
have to crawl for a mile (in real time, 
yippee, though there is a time compres- 
sion key), change formations, use pistols, 
automatic weapons, or grenades, find and 
avoid booby traps, split your team up and 
command each one, create diversions, 
hide behind trees to ambush a convoy, 
and order strikes from helicopters or gun- 
boats. The problem is that to get to most 
of these features you'll have to use odd, 
non-intuitive keystrokes (such as “‘N” for 
changing weapons). I’ve never wished 
for an icon-based or pull-down menu 
interface so much in my life. I preferred 
using the mouse for menus, keyboard for 
orders and on field action, and the joystick 
for player movement. 

Gamers who are used to playing flight 
simulators will probably feel right at 
home with Seal Team since they’ve been 
controller-jumping for a long time. 
Oddly enough, this game resembles a 
flight simulator graphically and play- 
wise. I wouldn’t be surprised if it were 
using the gaming engine from a flight 
simulator for its first-person, solid-fill 3D 
graphics. Unfortunately those graphics 
are just plain unimpressive. I admire the 
game design for not having those unnec- 
essary full screen animations that do 
nothing for the game and for concentrat- 
ing instead on the gameplay. However, 
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the first-person graphics aren’t impres- 
sive at all, lacking both detail and color, 
and appear to use an older gaming engine 
from Electronic Arts, such as the one 
from LHX Attack Chopper as opposed 
to the newer, better one from Chuck 
Yeager Air Combat. 

High marks, though, must go to the 
sound and music. The music is quite sub- 
tle and subdued, which is perfect in my 
book. The digital sound effects are 
extremely loud and realistic, and can be 
downright creepy. Gun sounds are loud, 
explosions sound like explosions, and 
birds and bugs make all sorts of jungle 
noises. The creepy effects occur when 
you get near one of the Vietnamese civil- 
lans or enemy — they speak Vietnamese! 
This 1s a particularly effective and realistic 
effect. 

There are a number of things that Seal 
Team does not, or perhaps cannot, effec- 
tively simulate. The main thing | noticed 
is that the jungles of Vietnam are not 
nearly as dense as they should be. This 
could be a fault of the game engine (per- 
haps a limitation on the number of 
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objects on the screen), or due to the possi- 
bility that generating so many trees and 
bushes would strain the processor too 
much. Whatever the reason, this is disap- 
pointing, as the inability to see your 
enemy due to the foliage was one of the 
major problems in Vietnam. 

While it doesn’t appear that you can 
accidentally (or intentionally, for you 
sadists out there) shoot your fellow 
SEAL’s, you can be wounded by your 
own air strikes, so be sure to get clear if 
you order one. 

The other problem, and this is admitted- 
ly a muddy one, is that enemy and friend- 
ly targets are identified as such in your 
target cursor. Now I could be way off in 
this judgment, but it seems to me that it 
was extremely difficult for soldiers in 
Vietnam to differentiate between vil- 
lagers and VC (since many of those who 
were fighting were villagers, after all). It 
would be shocking, at least for this 
gamer, to have entered a village on a mis- 
sion and then fired upon an innocent vil- 
lager and killed him or her. That would 
have been the ultimate in realism, and 


perhaps something like that would have 
been the best way to prove that the game 
does not really romanticize or glamorize 
the whole idea of war. 

Unfortunately there are some gamers 
who wouldn’t have a problem with gun- 
ning down entire villages of civilians, and 
would probably respond to the previous 
paragraph by saying, “lighten up, it’s 
only a game. I play games to escape real- 
ity, and I kill people in games to relieve 
stress. It’s not like I do it in real life.” 
Unlike them, I really can’t turn on and 
turn off my personal morality and views 
when I feel like it. They are with me 
twenty-four hours a day. In any event, 
despite reservations I think Seal Team 
nevertheless does an effective job of sim- 
ulating small unit, land-based combat and 
not glamorizing war. 

It will be up to the individual gamer to 
decide if Seal Team is right for them. It 
is a unique product, being one of the only 
(if not the only) land-based first person 
combat simulation. It certainly empha- 
sizes strategy over action, and has a vari- 
ety of weapons and missions to deal with. 
Having said that, I personally didn’t 
enjoy Seal Team that much. I found it 
rather boring, actually. I wouldn’t let that 
dissuade gamers who are interested in 
war-based simulators from purchasing 
Seal Team. It offers something altogeth- 
er missing from most games: originality, 
and that should be enough to recommend 
it to simulation fans looking for some- 
thing new and different. 

Editor’s note: I ain’t been there, but I’ve 
talked to people who have and who 
haven't glamorized their memory of the 
experience. War, whether it be jungle 
war or desert war, is nine-tenths bore- 
dom and one-tenth sheer hysteria. Hours 
are spent in utterly wretched, stinking, 
tense conditions with absolutely nothing 
to do for distraction, save looking for- 
ward to the thought that nine hours down 
the line you'll suddenly be pitched into a 
situation, without warning, where you 
have to fight desperately to remain calm 
enough to perform your mission without 
losing your life, or endangering the lives 
of others in your team. 

Obviously, this doesn’t make for either 


fascinating movies or exciting games. 


The reality of the front lines in war will 
never be captured in either medium, for 
this reason alone (there are other rea- 
sons, such as those having to do with the 
grim atrocities of war that most civilians 
remain systematically shielded against 
knowing about, unless they happen to be 
in the middle of a warzone themselves; 
atrocities that will never make it to prime- 
time in any form). It is this editor’s opin- 
ion that Seal Team, at best, can thus only 
be a movie romance-style fantasy. \ 
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Guns, Guns, Guns! 


Managing Energy During Aerial Combat 


by Thomas W. Basham 


elcome to the first installment of Guns, Guns, Guns! a 
W:: series that discusses the principals of aerial com- 

bat and how to apply them to modern flight simulators, 
such as Red Baron, Aces of the Pacific, Falcon 3 (and MiG- 
29), Tornado, and others. From air-to-air combat maneuvering, 
to mission planning, to air-to-ground bombing tactics, Guns, 
Guns, Guns! will cover it all! We’ll begin the series with an 
analysis of energy management during air-to-air combat. 

Before one can master ACM (Air Combat Maneuvering), one 
must first understand the laws of physics that govern flight, and 
how to manipulate them to gain the combat advantage. 
Effectively employing the laws of physics to your advantage is 
called energy management since you are actively managing your 
two types of energy, kinetic and potential. 

Kinetic energy is best described as speed in terms of ACM. An 
aircraft with higher kinetic energy will be moving at a faster 
speed than aircraft with lower kinetic energy. Potential energy 
equates to altitude. Aircraft at higher altitudes may be moving 
slower, but have more potential for energy than lower aircraft. 
Through their attributes of speed and altitude, kinetic and poten- 
tial energy are closely intertwined during combat, and no maneu- 
ver can be executed and no battle can be won without consider- 
ing the effects of speed and altitude both on the aircraft and on 
each other. 







Understanding Energy 

In simplest terms, speed and altitude are exchangeable. A 
climbing aircraft will slow down (decreasing kinetic energy) but 
its altitude rises (increasing potential energy). Likewise, a diving 
aircraft will gain speed (increasing kinetic energy) while lower- 
ing its altitude (decrease potential energy). Allowing for losses 
due to the resistance of air and the pull of gravity, altitude and 
airspeed are loosely exchangeable. Overall energy status is the 
combined total of the two types of energy at any given moment. 
High overall energy status could mean flying at low altitude at 
high speed, or flying at a high altitude at a slow speed. Overall 
energy status, as we will discuss below, translates to maneuver- 
ing ability. During combat, you will work to maintain the highest 
possible overall energy status to maximize your maneuvering 
capability. This is energy management. 


Manipulating Energy 
Speed, altitude, and maneuvering are all intertwined in the 

world of ACM. As seen above, changes in speed and altitude 
_affect the overall energy status of the aircraft and often affect 
each other as well. The overall energy status, based on the contri- 
bution of speed and altitude affect maneuvering ability. 
Maneuvering the aircraft makes changes in its speed or altitude, 
thereby changing the overall energy status, thereby affecting sub- 
sequent maneuvering capability. It is your job to know your air- 
craft’s maneuvering capability at various energy levels, and 
manipulate your energy status to achieve maximum maneuvering 
capability. Therefore, energy management is reduced to two 
tasks: know how to maximize your energy status and know your 
aircraft’s capabilities. 
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The first rule is: never waste energy. Fighter pilots call this piss- 
ing energy away. Whenever you have to make a change to your 
altitude or airspeed, remember that the two are interchangeable, 
and use a maneuver that exchanges them, always giving you an 
return on your energy investment and maintaining overall status. 
The most common example is deceleration. If you need to slow 
your aircraft you have two choices. First, you can dirty the air- 
craft by extending flaps or brakes and reducing the throttle. This 
will lower your speed, but gives you no altitude in return. This 
pisses the kinetic energy away forever. Second, you can pitch the 
nose of the aircraft up. When climbing, the Earth’s gravity 
(called God’s G) works against your aircraft to slow it. But, since 
the nose is pointed up, as speed slows, altitude increases, 
exchanging kinetic energy for potential energy and thus main- 
taining overall energy status. Always try to conserve energy. 

The second rule is: start the fight with most energy you can get. 
While we won’t go into the details of merging in this installment, 
we cannot discuss managing energy without considering the 1ni- 
tial energy status at the start of the fight. Always start the fight 
with as much smash as you can bring. Start higher and faster than 
your opponent. Remember, you can always piss away excess 
energy if you have too much, but once gone, it’s next to impossi- 
ble to get back. Start the fight with as much energy as you can. 


How The Aircraft Uses Energy 

Energy is like money: you can only stockpile for so long, then 
you have to use it to get any good out of it. Also, no matter how 
much you stockpile, if you don’t use it wisely it’s gone forever. 
Each aircraft uses energy to maneuver. Roll rates, climb rates, 
turn radii, etc. are all based upon the amount of energy available 
to the aircraft, primarily in terms of speed. Speed directly affects 
how much G-force, or lift, the wings can generate and determines 
turn radius. 

G loads are simply a way of measuring the amount of lift the 
wings are generating. Since lift is a force, and lift must be greater 
than God’s G for the aircraft to become airborne, and equal to 
God’s G to remain airborne, it makes sense to measure the mag- 
nitude of lift in terms of God’s G. If the aircraft pulls 8g, that 
simply means the wings have generated a force equal to 8 times 
the strength of the Earth’s gravity. Lift is based on the airflow 
over the wing, and airflow over the wing is based on the air- 
craft’s airspeed. Therefore, an aircraft can pull more g-load at 
high speed. Pulling g’s decay airspeed, limiting the amount of g 
the aircraft can subsequently pull. Therefore, in simple terms, 
pulling g uses energy. 


Using Energy in Combat 
Aerial combat usually boils down to you trying to turn your air- 
craft in the smallest possible space to point your nose at the 
enemy while he tries to do the same thing back to you. There are 
two ways to decrease your turn radius: increase g or decrease 
speed. 

Pulling more g’s will certainly tighten your turn radius, but also 
bleed speed. This leads to the topic of instantaneous g vs. sus- 
tained g. Instantaneous g is the amount of g the aircraft can gen- 
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TIPS 


erate at a certain speed immediately. Sustained g is the amount of | 


the g the aircraft can pull for long durations because the engine 
produces enough thrust to maintain the speed needed to pull that 
g. For example, in an F-16 moving at 500 kts at full military 
thrust, you can instantly pull 9g. However, the engine cannot 
generate enough thrust to account for the speed lost by pulling 
9g, and the aircraft’s speed decays, say to around 350kts. Now, 
the same F-16 can only pull around 4g. It can sustain 4g because 
the engine produces enough thrust to maintain 350kts despite the 
g-load. A level turn at 9g that bleeds speed from 500kts to 350kts 
is a perfect example of pissing energy away. The F-16 had the | 
power to pull 9g, and gave it away without gaining airspeed Or... 
altitude in exchange. Therefore, pulling g simply to tighten turn 
radius wastes energy. 

Decreasing speed also reduces turn radius since slower speeds 
have less momentum working to widen the turn. Simply bleeding 
speed by dirtying the aircraft (extending flaps or brakes) also 
wastes speed; however, by exchanging altitude for airspeed, the - 
aircraft’s turn radius can be decreased without a significant 
decrease in the overall energy status. | 

Turn radius alone does not the battle win. Turn tight ales at 
300kts with a missile streaking toward you and your flight simu- 
lator will instead simulate your death. Slowing to 200kts reduces 
your climb rate, thus removing your ability to trade speed for alti- 
tude. The aircraft needs speed to maneuver, no matter whether — 
you want to pull g to evade a missile, climb to conserve energy, 


or roll the aircraft toward the bandit. Take for example the MiG- _ 
29 that lost one engine while flying a high AOA, slow speed pro- 


file at the Paris Airshow in 1989. The remaining engine didn’t 
have enough thrust to keep the aircraft airborne, and since the 
thrust was no longer symmetrical, the aircraft began to yaw. On 
the videotapes of the event, you can clearly see both vertical sta-_ 
bilizers fully deflect to try and counter the yaw, but there wasn’t 
sufficient airflow and they could not generate enough force to 
counter the yawing effect. In the end, the pits Parply escaped 
before the jet crashed. ace 

Therefore, during combat, you attempt to maximize. oucilt 
energy status (potential and kinetic energy), which can be con- 
verted to speed (kinetic energy), which translates to increased | 
maneuvering options. Additional altitude will not increase your 
instantaneous g capability, but can be traded for speed ae will 
increase available g-loading. 


The Yo-Yo: 
Employing Energy Manadoment’. 


Knowing how important energy is and knowing how to conserve © 


it in theory is fine, but how does one actually do this in combat? 
By using the basic combat maneuver which all simulator pilots 
should be well versed in: the yo-yo. The yo-yo involves working 
the aircraft’s nose up and down (relative to the ci to accel- 
erate and decelerate the aircraft while turning. _ * 

Pretend you are in a left-hand turning battle with an imaginary 
opponent. You are both turning to the left, wings banked nearly 
90 degrees. No matter how hard you pull back on the stick and 
begin to gain an angular advantage on your opponent. Then each 
time, just before you are in firing position, your speed drops too 
low, your aircraft stalls, and your opponent slips away. The prob- 
lem here is you pull g to tighten your turn. But, before you can 
get the advantage, the g bleeds to much airspeed, overall energy 
status drops, and airflow over the wings is no longer sufficient to 
generate the required g. This is where you use the yo-yo. 

Still battling the imaginary enemy, during the left hand turn, 
first relax your turn slightly. If your wings were banked 90 
degrees, reduce bank angle to maybe 50 or 60 degrees. 
Immediately pull back on the stick hard. Because of the reduced 
bank angle, your aircraft will quickly begin to climb and bleed 
airspeed. Next, before you reach stall speed, sharply bank the 
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wings back toward the direction of the turn. If you have rudder 
control (such as in MiG-29 or Aces of the Pacific), fully depress 
the bottom rudder (the rudder pedal which is closest to the 
ground at this bank angle). Again, pull hard on back on the stick. 


Your aircraft will roll in all 3 axis, and your nose will turn in a 


much smaller radius due to the reduced speed as shown in figure 
1. As your nose passes below the horizon, you will trade the 
gained altitude back for airspeed and your overall energy status 


_ remains constant. 
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Figure 1. Side Je View of a Yo-Yo Maneuver. 


Effective energy management by use 2 of the yo-yo requires prac- 
tice and finesse. Generally, a series of smaller yo-yos, where the 
nose is not pulled very high above the horizon, is more effective 
than | or 2 larger yo-yos. Because the yo-yo cuts turn radius so 
dramatically, it is an excellent maneuver for use in turning bat- 
tles. Because the yo-yo works the vertical, it effectively manages 
overall energy. 

The yo-yo is effective in all of the most-realistic simulators on 
the PC. In Red Baron, the yo-yo is especially effective because of 
the independent rudder controls. By banking the aircraft with the 


‘stick, then carefully working the nose above the horizon with the 


rudders to control speed, you can often hold your own against 
enemy aircraft with greater turning capabilities. Be careful, 

though. Keeping the nose high too long can lead to a stall, and ~ 
using the rudders also generates a good amount of roll in most 


WW Laircraft. The combination of a stall at odd bank angles 
often results ina spin. 


Rudder control in Aces of the Pacific is much less accurately 
modeled than in Red Baron. In Aces, and have less adverse 
affects on flight. Although you may want to add a little top rud- 
der during the climb portion of the yo-yo, you will mainly use the 
stick to control pitch and roll. Begin by slightly rolling out, then 


_ pulling back on the stick to bring the nose up. When the nose has 


reached the desired pitch, over roll the aircraft back into the turn 
and apply plenty of button rudder as you start back down. Air 
Warrior much more accurately models rudder controls in WW 
II aircraft, and the risk of spins is always present. Use the same 
basic procedure as for Aces, but be careful not to stall (and prob- 
ably spin) the aircraft. 

Falcon 3.0 gives very little gorditas over the rudders. They are 
only effective at speeds under 400kts in the complex flight 
model, and under around 250kts in the Hi-Fidelity flight 


-model. The rudder will add the desired affect when available, 
but most of the time you will have to rely solely on the stick to 


execute rolls. As stated above, roll out slightly, pull back on 
the stick, over roll back into the turn, and again pull back hard 
on the stick. MiG-29, however, has mechanical rudder con- 
trols at your beck and call. Use the same procedure as for WW 
I] aircraft and watch your Fulcrum dance circles inside a F-16 
pulling 9g! O 
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IBM 3 area 
HD DISK 






Play poker against Laura, Greta, 
and Kami for some very different 
table stakes! 
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Additional Data Disks are avail- 
able, each with two opponents 
and extensive sound libraries 
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STRIP POKER 
PROFESSIONAL 


combines the strategic play 
action of 5 Card Draw Poker 
with some very different table 
stakes. Laura, Kami, and Greta 
are three very lovely opponents 
who are willing and able to bet it 
all for the chance to "beat the 
pants out of you." You can play 
against one, two or three 
opponents simultaneously and, 
of course, the more you win, the 
more they take off! $49.95 for 
the Master Disk. Six additional 
Data Disks are available for 
$24.95 each. Available for the 
IBM, Macintosh, and Amiga. 


New Features: 
State of the art digitized 
graphics Super VGA (640x480x 
256 colors) for the IBM. 

* Digitized speech (supports all 
major sound boards). Each op- 
ponent has her own personality, 
comments and style of play. 

* Simultaneously play against up 
to three opponents, with additional 
opponents (male and female) 
available on optional DATA DISKs 
* Digitized card graphics, Hi-res 
screen layout, Save Game and 
much more! 


* 


Program Requirements: 
IBM - Hard Drive, mouse, and 
VGA graphics card. 

Macintosh - Color Display. 
Amiga - 1 Meg RAM. 


1-800-828-6573 
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In a league of its own... 


Front Page Sports: Football Pro 


by Bill Holmes 


Note: Bill is working from a pre-release 
copy of FPRO, but apparently the game 
is only a week away from shipping and 
thus final enough for us to consider this 
a fair review. 


hen Dynamix released Front 
W:::: Sports: Football 
(FPSF, for short) last year, the 


gauntlet was laid down for the competi- 
tion. Featuring stunning graphics and 
animation, arcade and coaching modes 
and a play editor second to none, FPSF 
became the benchmark against which all 
other football games would be mea- 
sured. To their credit, however, the 
design team was not content to sit back 
and reap the critical and financial 
rewards of their efforts. Instead, they 
rolled up their sleeves with the goal of 
producing an even better game, and with 
Front Page Sports: Football Pro they 
have indeed raised the stakes. 

FPRO (for short) retains the basic look 
and feel of the original game but offers 
several improvements and additional 
features. This is a standalone game, not 
an upgrade, but plays, leagues and 
gameplans from FPSF can be updated 
into FPRO - all that hard work won’t go 
to waste! Although experience with 
FPSF will speed the learning process, 
the manual is well-arranged and refer- 
enced, and the tutorials contained within 
give step by step instructions for each 
section of the game. Dynamix again 
affords the opportunity for the hardcore 
player to delve as deeply as he or she 
wishes to while still making it an acces- 
sible game for the beginner. 

The installation program will automati- 
cally detect the graphic and sound capa- 
bilities of your system and then prompt 
you for your custom preferences. 
Unlike FPSF, which could run on 590K 
of free conventional memory, FPRO 
requires | MB of expanded memory as 
well (you can select an option during 
installation which will create a boot disk 
for you). The game plays well on a 
midrange 386 with all graphics and 
sound enabled; but you can toggle off 
the menu animations, stadium crowds, 
field texture or other items to conserve 
memory. The mouse is not required, but 
is the instrument of choice for the play 
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editor and menus. Although some may 
have wished for mouse control on the 
field, | don’t - the joystick or keyboard 
are both efficient and logical. 

The main menu offers the choice 
between a league or exhibition game 
which you can start in regular or 
“Quickstart” mode. The Quickstart 
menu can be customized to your liking 
(team, length of quarter, control, etc.) 
and will save game settings and team 
choices so you can enter a game with a 
single keystroke. This is a handy feature 
for the arcade fan who just wants to suit 
up and play, as well as for the coach 
who wishes to scrimmage repeatedly 


against a future opponent. Choosing 
“Exhibition Game” directly affords the 
additional choices of weather conditions, 
jersey and offensive and defensive 
gameplans before playing. 

The gameplay in FPRO, like FPSF, is 
outstanding. Players are richly detailed 
and move fluidly on the field. Dynamix 
has improved the graphics and sound; 
players spin, bounce, flip and collapse to 
the ground with such realism that a 
bonecracking tackle will make you 
wince! Crowd noise, foghorns and ran- 
dom cheers are constant in the back- 
ground of the game and the home fans 
will boo if their team suffers a safety. 
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REVIEW 


Published by 
Dynamix 


Designed by 
Patrick Cook 


Systems 
IBM PC 


Graphics 
VGA 


Sound 


Soundblaster, 
SoundBlaster Pro, 
Thunderboard, Pro 
Audio Spectrum Plus, 
Pro Audi Spectrum 
16, AdLib, Roland 
LAPC1 or MT32 REC- 
OMMENDED (note 
that with the Roland 
you will get no sound 
effects, only music) 


Supports 

Mouse, joystick (rec- 
ommended) 
Keyboard 


Notes 


386/25mz or better 
2MB RAM or better 
with expanded memo- 
ry management 

DOS 5.0 or higher 
9MB hard drive space 
(11MB to install) 
1.44MB 3.5” floppy 
SmartDrive or other 
disk cache recom- 
mended 








FPRO has doubled the capacity of the 
gameplan as well, offering the coach 64 
offensive and 64 defensive plays to 
choose from at any one time. 

The substitution screens have been 
enhanced to give the player greater flexi- 
bility, and now they indicate players 
who are hot or injured or slumping by a 
color code. 

For playing there are three different set- 
tings: Basic, Standard and Advanced. In 
Basic, you can choose the play and even 


enjoying arcade action without having to 
be Mr. Joystick all the time. I enjoy 
throwing the bomb on offense, but I glad- 
ly hand over the controls to Coach IBM 
when the other team has the ball. 
Enjoyable as arcade play might be (and 
it is), FPRO truly shines in its Play 
Editor and League Play areas. The game 
comes with over a thousand stock plays 
to choose from (and reportedly will also 
include an additional three thousand 
more in a .ZIP file!). Those who just 


suffice it to say that anything 1s possible 
here. Once a play is designed, it can be 
tested on the practice field, retooled if 
necessary, and saved. 

One of the major drawbacks with 
FPSF was the DOS filing system for 
plays. The subdirectory structure looked 
like spaghetti, and the code was such 
that a play created for one team could 
not be used for another team. Not any 
more! Thankfully, all the plays are now 
in a stock play subdirectory, and all 


plays created by the player are defaulted 
to a custom subdirectory. In addition, 
any team can use any play, even if the 
personnel doesn’t match up exactly; the 
computer will select the most appropri- 
ate substitute and insert him automati- 
cally. Naturally, in an editing mode you 
can choose a pre-existing play and alter 
the personnel to your wishes. Although 
the filing system appears simpler, the 
plays are still encrypted with their DOS 
location, so when sending plays to a 
friend or opponent they must be located 
in the same filepath. For this reason, it 
is a good idea to rename ai// the plays 
you want to use, even if you do not mod- 
ify them, as you will then have every- 
thing stored in one custom directory. 
Another vast improvement is the game- 
plan and custom profile feature. In 
FPSF, the computer coach selected plays 
from the 32 offensive and 32 defensive 
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Indianapolis AT Houston 


Green Bay AT Phoenix 
Miami AT Washington 
Buffalo AT Cleveland 
Detroit AT Tampa Bay 
Chicago AT Minnesota 
Seattle AT Kansas City 
Anaheim AT Pittsburgh 
Dallas AT New England 


Cincinnati AT Atlanta 
$an Diego AT Denver 
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call an audible before snapping the ball, 
but the computer controls all player move- 
ment (you are merely coaching the game). 
In Standard, you can take control of a 
player on offense or defense and partici- 
pate in the on field action if you desire. In 
Advanced mode, you must control the 
player movement. For my money, the 


Standard mode gives you the flexibility of 
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New York AT Los Angeles 
Philadelphia AT New Jersey 


San Francisco AT New Orleans 





wish to assemble a gameplan will find 
everything they need here, but for those 
who wish to design their own plays, the 
sky is the limit. The format is the same 
as FPSF, involving “logic” boxes which 
contain each player’s instructions, pri- 
mary and secondary receivers, varied 
blocking techniques, and the like. One 
could write a book detailing the options; 


plays in the gameplan according to the 
situation at hand. You were limited, how- 
ever, in how your plays were applied 
because the computer would not neces- 
sarily react to pressure situations with the 
same risk or daring as a human coach. 
Now, besides doubling the play capacity 
from 64 to 128 plays (64 on each side of 
the ball), Dynamix has included a situa- 
tional play profile that lets you preset 
play choices for every possible scenario 
in the game. Select the down, the 
yardage needed, the point differential, 
time remaining on the clock, the field 
position - there are two thousand five 
hundred and twenty different combina- 
tions based on these variables! Then you 
can select three different plays (or play 
types) and attribute a percentage factor to 
each to weigh the probability of each 
being called. This is a tremendous fea- 
ture, which not only gives you a defini- 
tive and completely customized plan of 
action but also, by its three play flexibili- 
ty within each of the settings, makes your 
gameplan undetectable and unpredictable. 
You are now a serious and worthy oppo- 
nent, even as a gamefile on your oppo- 
nent’s computer! To put it into perspec- 
tive, this new feature takes a photograph 
and turns it into a hologram. 

The artificial intelligence (AI) in the 
game has been tweaked as well. The 
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Breaking the 
seal of this box 
will turn every 


day into a 
football 
Sunday. 





He invented the “flex,” reintroduced 
the “shotgun,” won five NFC 
Championships, two Superbowls, and a 
place in the Hall of Fame. Now, Tom 
Landry’s 29 years of winning football 
strategy are yours to explore in this 
new eye-popping, mind-challenging 
computer game: Tom Landry Strategy 
Football Deluxe Edition! 


More Football Strategy 
Than Ever! 

The Deluxe Edition builds on the 
success of the original TLSF game, 
adding five new offensive schemes, a 
variety of defensive line formations, 
man in motion options, an improved 
computer coach, and special blitzing 
calls. Play a single game or track your 
favorite team through a regular season. 
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If it’s in football, it’s in our Deluxe 
Edition! 

Put Yourself In The Game! 
New league editor features let you 
actually change player names and 
attributes to place yourself in the game! 
Play by college or pro rules. Match 
teams from different eras. With the 
new TLSF Deluxe Edition, computer 
coaching styles, playcalling tendencies 
— even team jersey colors — are all up 
to you! 


New, Improved Graphics 
And Animation! 

Tom Landry fans asked for it. The 
Deluxe Edition has it! You'll thrill to 
our on-screen weather conditions, 
improved play resolution, and 
improved Instant Replay facility. Plus, 


IBM® PC and Compatibles 3.5” (1.44 MB) disk enclosed. Requires: DOS 5.0 or higher, 286 or higher, IMB RAM, 
VGA Graphics, Hard Disk, and Mouse. Recommended: DOS 5.0 and 12 MHz or faster. Sound Support: Ad Lib,™ 


™ 


Sound Blaster™, PC speaker and more. 
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you'll find in-depth stats 
by game, week, or 
season, detailed down 
to the individual 
conference leaders! 


Tom Landry 
Strategy Football Deluxe 
Edition! 

Whether you play the computer, 
against a friend, or over a modem, put 
football’s greatest mind in your hands 
with the new TLSF Deluxe Edition. 
Call Merit Software, and order today! 
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1-800-238-4277 
(& Merit Software” 


13707 Gamma Rd., Dallas, TX 75244 
214-385-2353 ©1993 Merit Software 


Start Smart! 
Stay Smart! On; 


une into Planet Kidz for all the radical 













new video games and the best in 





computer software. We’ll show you 
smart game strategies and computer tips that 
will put you in electronic orbit. 


And there’s more...each 
Saturday at 4:30 (et) you'll 
find all the latest in fun food 
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and fashion on Planet Kidz. 
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Lu | Bi 
Sharpen your video game G; : : 
skills with Vic Tokai on — 
November 27th. Learn how [sea 
to plug into Socket for a =< : <= : i 
little A/C buzz, undertake intense battles - 
with Mazinger-Z in Mazin Saga, and travel 
through time challenging creatures of 
another world in Time Slip. Call 310-326-8880 
for more information. 

and 

Discover the world of DILOO, Saturday 
November 6th with pre-school software from 
DIL. Let DILOO lead you through the DIL 
Universe while you learn real life skills. The 
Panorama Education Series is a "Little 
Windows" for kids with bilingual content. 
(Spanish/English version available) 





i Bye 
gma? s 

Wratdaids Tart Maman Rein 

PAID PROGRAMMING 


305-427-9655 





computer will now recognize tendencies 
of its opponent and will react according- 
ly, and as a computer manager, will draft 
and trade based upon the personnel at 
hand and the nature of the team’s per- 
sonality. The stock plays have been 
improved, and trick plays, halfback 
options and special teams have also been 
redone in a more realistic manner. Other 
bonuses of FPRO are a custom color 
palette for modifying and creating player 
uniforms, a League All-Pro game that 
can be played anytime during the sea- 
son, and the ability to save multiple 
league games without being forced to 
complete them immediately upon 
restarting the program. The VCR fea- 
ture, with nine different camera angles, 
slow motion, multiple speed and save 
positions is still intact. Even little touch- 
es, like plays credited with “almost” or 
“Just over” yardage totals as opposed to 
round number yardage on every play 
make no situation a given. Now when 
that running back plunges into the line 
of scrimmage on fourth and one, that 
slight forward movement is no longer a 
given; you’re holding your breath as 
tightly as your clipboard. 

When I first played FPSF, I thought the 
lack of real player names was a drawback 
that would cause me to shelve the game 
in a short time. However, the “career” 
league feature, where players age, retire, 
improve skills in training camp and 
(unfortunately) suffer career ending 
injuries is seductive. Soon you find your- 
self attaching personalities to these play- 
ers until the league takes on a life of its 
own (mention the name Cal Bennington 
in my online league and watch coaches 
salivate!). The “pro” in FPRO is the real 
NFL players and teams, included along 
with the generic player league in this 
game, so you have a choice of either one. 
Dynamix has repeated the league build- 
ing structure, giving you a choice 
between career and single season leagues 
as well as setting up teams, divisions and 
schedules. The single season league sim- 
ply resets after the year is over without 
aging, retirement and trading camp; the 
career setting gives you all the options. 
The NFL players are included in a single 
season format to keep the team structure 
intact and prevent random player move- 
ment. However, you can create a new 
career league, copy the NFL teams into it, 
and save it under a different name to 
mimic the league and have the best of 
both worlds. Rookie players will still 
have names randomly generated, but you 
can edit those player names before start- 
ing the season and replace them with 
surefire college stars. 

In League play, games can be played or 
watched as well as simulated. The regu- 
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lar simulation mode plays the game 
without the graphics, but still plays and 
records every play and updates stats and 
player ratings on the fly. It is faster than 
watching a game, but is not instanta- 
neous. There is a quick simulation mode 
that will interpret the player ratings, 
depth chart, injuries and other factors to 
determine an outcome, but will not gen- 
erate or save statistics. If you merely 
want to take over a team and play your 
way through a schedule to see if you can 
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and present something substandard, 
Dynamix decided to shelve the modem 
feature. 

Designer and director Patrick Cook has 
stated that the purpose of the game is not 
to recreate the NFL season, but rather to 
give the player every available option to 
enjoy the game of football to the level of 
involvement that he or she is comfort- 
able with. 

What Dynamix has provided are the all 
the tools you need to customize the 
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get to the Super Bowl and don’t care 
about stats, this is for you. If stats are 
important, however, the longer simula- 
tion is well worth your wait. The statis- 
tic screens have been improved, and it is 
now possible to print all those screens (a 
very serious omission in FPSF) to your 
printer or to a text file. At press time, 
the designers were also considering a 
command switch that would capture the 
play by play of the most recent game to 
a script file (the size of which would 
render this more useful to the “power 
user” than the casual gamer.) 

The only feature missing from this game 
is modem play. Dynamix attributed this 
decision to two factors: speed and vari- 
ables. In the game, every second twenty- 
two players are updated ten times and 
hundreds of AI decisions are made. Ona 
2400 baud modem, which is still industry 
standard, this type of transfer is impossi- 
ble. Even on faster modems, there are 
thousands of variables that need to be ini- 
tialized every second, and if one of them 
is off, the two players will not be using 
the same information, and therefore, will 
not be playing the same game. Rather 
than compromise the integrity of the game 
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game of football to your liking. Want to 
set up the NFL? You can create twenty- 
eight different computer manager pro- 
files (admittedly a lengthy task!) and 
play the season based on how you feel 
the tide will turn. Want to see your 
chalkboard come to life? Enter the play 
editor and translate your X’s and O’s 
into reality. Want to be a quarterback 
(or defensive end, or running back, 
or...)? Grab the joystick and see how 
good you are against a quality opponent. 
Want to play in a league with others? 
Use the new file transfer features to play 
by mail or on the online services. Get as 
involved as you wish in drafting and 
trading or just grab that helmet or clip- 
board and run through the tunnel! 

Let’s face it, there is not now nor will 
there ever be a “perfect” football simula- 
tion. There are too many slants on the 
game to make everyone simultaneously 
ecstatic. However, by making the game 
as enjoyable for the beginner as the 
fanatic, and by delivering a game that is 
as realistic as it is beautiful to watch, 
Dynamix has come as close as possible 
to Football Nirvana. That is, until they 
start rolling those sleeves up again... 
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Strategy Plus ts delighted to announce a new regular 
Feature column, written by our own budding cyber 
sportscaster. Take it away, Bill! 









elcome to the first installment of SPORTSWIRE, 
where we read the online services’ “wire reports” and 
find out what’s going on in sports competition. First 
stop..... CompuServe, where the GAMERS Forum (about to spin 
off the new SPORTS SIMULATION Forum as we go to press) 
is home to a wide variety of sports gaming.....Golf tours are in 
full swing <ouch!> as the year draws to a close. Access’ Links 
386 Pro is used on the LinksCGA Tour, and last year’s winner 
Sean Fitt is looking to make it two for two this year. The addi- 
tion of a handicap section in this second year has resulted in 
some heated competition. Accolade’s Jack Nicklaus Signature 
Edition (JNSE) is the other major, and has been a consistent 
success story since the earlier version of the game made its 
debut years ago. New tours start in January 1994 for both 
games. Besides supporting both tours with grand prizes, both 
Accolade and Access are frequent visitors to the Forum. The 
Sth Annual JNSE Design Contest is also currently underway..... 
Racing fans are going bananas with both Indianapolis 500 by 
EA and Microprose’s World Circuit. Although INDY500 is 
over four years old, it is still immensely popular and has 
spawned four seasons of spirited competition. World Circuit is 
enjoying its first season with many simulation drivers from 
around the globe matching lap times and setup tips. Devotees 
have uploaded utility programs for both games enabling the car 
numbers, colors and driver names to be altered so that guy 
whizzing past you on turn three is a fellow gamer! Join Ron 
Ginter, Hugo Pi, Derm and all the others who push the envelope 
with the fastest guys on wheels (or jello - don’t ask!).....Los 
Angeles won the first annual Pursue The Pennant (PTP) 
World Series, and in true “world” fashion, owner Terry Steer 
moved the franchise to Sydney, Australia! Players from 
Canada, Germany, Australia, England and the good old USA 
participate in this draft league simulation using real players. 
When Juan Gonzalez comes up to bat in Wrigley Field, every- 
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one moves his car off Waveland Avenue .....Bethseda’s Wayne 
Gretzky Hockey 3 and Hockey League Simulator 2 are the 
basis for the CHL (Compuserve Hockey League) where the 
Vancouver Canucks won the first CHL cup in an exciting win 
over the Rangers (ironically, with Gretzky in their lineup!) After 
the requisite endorsement circuit the players will be gearing up 
for the next season, where unlike the real world, some hockey 
teams don ‘t make the playoffs!..... Dynamix’s Front Page 
Sports: Football, the basis for the CIS Football League, will 
wind up it’s inaugural season just in time for the release of FPS: 
Football Pro. At press time, Randy Magruder’s Miami team 
was the team to beat at 8-1, but a flurry of mid-season trading 
may have helped some competitors. When MicroSports’ Pro 
League Football 1993 comes out, there will no doubt be a 
league forming as the previous six have all been great success- 
es..... Leagues on the drawing board as we go to press include 
APBA Baseball, Cactus League Basketball, Diamond 
Dreams, Indycar and Tony LaRussa Baseball II. All the 
above leagues require two things from the player: own a copy 
of the commercial game, and be willing to have a great time. 
For more information, log onto CompuServe, type GO 
GAMERS to access the Gamers Forum, and browse the menu to 
find the sports games you are interested in. There are rules files 
in the online library that contain full details and schedules for 
each league, and all members are invited to join in the fun. (The 
“GO” command for the new Sport Simulation Forum was not 
confirmed by presstime. Check into the Gamers Forum for 
details.).....Playing against the computer is fun, but there is Jiter- 
ally a world of opponents out there on the bulletin boards and 
online services. Let’s share the wealth! Enjoying a hot pennant 
race or awhite-knuckle basketball tournament? Let Sportswire 
know about it, and we’ll keep you posted as well..... Looks like 
our ticker tape is running out for this issue, so until next time, 
this is Sportswire over and out. UW 
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HARRIS AND TAYLOR 
ARE ABOUT T0 


CRUSH BLEDSOE 
LIKE AN ACCORDIAN. 


(HIT ESCAPE AND SELECT A BETTER PLAY.) 














Or quit and start a new game. Because __ This is your chance to 


this is your turf. Your rules. Your game. | coach your way out of a 
paper bag. 


ee oy ay tired? Give him a rest. 
ote Your quarterback isn’t 
‘| cutting it? Trade ‘em. 
Hate Dallas? Make 
‘em wear pink. 


: Front Page Sports: 
541 Football Pro. The So pick your team, call the 
=| realthing. Forthe Plays, and watch your 
1 die-hardfanwho ___ Players spin, flip, dive, and crunch. It's = Front Page Sports: Football Pro. 
lives for Sunday So real, you can feel 
| aftemoons and can t stand the thought _ the pain. 

of the off-season. 





It’s football the way it was meant to 
be...with you in control. 





You control every last 
You don’t just control | detail because you're the 
the game. You con- 
trol the whole NFL 
league. With real NFL 


rosters and stats. 


coach. So go ahead. Design 
depth charts and sub in and 





out whenever you want. Your 





Available at retail for |BM/compatibles. 
Or call 1-800-757-7707. 


| number one running back is 
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PART OF THE SIERRA FAMILY 


Officially licensed product of the NFL Players Association | TM OR ® ARE TRADEMARKS OF, OR LICENSED TO DYNAMIX, INC. © ® 1993 DYNAMIX INC. — 
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KISS GONVENTIONAL 
LOGIC GOODBYE 





N.. you see it. Now you don’t. The land of Kyrandia is disappearing piece by piece 


and all the evidence points toward one perilous con- 


WV : . 
clusion: a curse. Y Thus begins The Hand of Fate, 















second in the Fables & Fiends” 


series, where you are 
the offbeat, young mystic who must voyage to the center of the world to break 
the spell. Out of syne and out on foot, your aberrant journey reveals nothing 


is what it seems. Everything is what it 


isn’t. And you can count your friends on 
s 
\ 
one hand. } 
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the twisted edge of cinemagraphic entertainment, Westwood Studios has 
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designed more puzzles and gameplay in the first few chapters of 


than in all of 
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advanced graphics 





on the market are first pencil tested, then painted J = 
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on-screen to surrealistic perfection. YY Breakthrough (fies 


Trulight technology illuminates each scene more cinemat- 
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ically for a fuller, fourth dimensional picture. v7 The new 


Shadow Sunlight 


State of Mind System, along with superior intuitive interfacing, enables you and 
over 50 characters to change your mind, mood and 


te 
mayhem based on preceding events. vw Don’t just 





play with your mind. Change the way your mind plays. 


Grasp The Hand of Fate and kiss conventional logic goodbye. 
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Our resident Sports Cassandra offers dire warnings in: 


Baseball At The Crossroads 


by Bill Holmes 


n a perfect world, it would have been different. Bobby Ojeda 
would have taken the mound on that August day and mowed 
down the Orioles one by one as his Indians team rallied for 
the victory. Even the partisan home crowd would have roared its 
approval after every pitch. 

Well, life isn’t Hollywood, but most of the above is true. Ojeda, 
who survived a boat crash that killed two of his teammates and 
friends earlier in the year, whose grief was so great that he report- 
edly considered taking his own life, was back on the mound. The 
crowd in Camden Yards rose to its feet as he entered the game, 
cheering, clapping, some openly weeping with emotion. Ojeda 
faced eight batters, gave up four hits and one earned run, and did 
not figure in the decision as Baltimore beat Cleveland, but none 
of that mattered. On this hot August night, humanity transcended 
the game. 

Anthony Young of the New York Mets lost twenty-seven con- 
secutive decisions to set a new record for futility. He was not as 
bad a pitcher as that statistic would suggest, and on many occa- 
sions the Mets either committed errors or scored so few runs that 
a decent outing was wasted. Compounding this was the fact that 
Young was pitching in the roughest sports media center in the 
world, where the tabloid headlines on the sports pages read like 
outtakes from the National Enquirer. Throughout it all, Young 
refused to take the bait and blame his teammates’ ineptitude or 
even complain that he didn’t deserve such a fate. With dignity 





and grace he took the mound, time after time, and after each loss 
patiently answered every question from every reporter, no matter 
how redundant or tasteless. One night, when it looked like num- 
ber 28 was all but in the books, the Mets rallied in the bottom of 

the ninth and “AY” had his win. And I’Il be damned if even the 

opposing team wasn’t applauding this brave young man. 

There are many other great stories in baseball in 1993. The res- 
urrection of Fernando Valenzuela....Andres Galarraga and John 
Olerud....the AL East dogfight....Barry Bonds....Ken Griffey Jr. 
and the homer barrage....Reggie in the Hall.... moments of magic 
for every true baseball fan to savor. Unfortunately, these 
moments seem few and far between among the litter that baseball 
has strewn this year. Vince Coleman and the firecracker....Bret 
Saberhagen and the firecracker and the bleach and....more bench 
clearing brawls than the NHL....the rape of the San Diego 
Padres....those NBA-scroll advertisements that cheapen the 
Detroit and Milwaukee ballparks (what’s next, sponsors’ names 
on the backs of uniforms like Little League?)....Steve Howe 
pitching while Pete Rose rots in Florida. 

I grew up in New York in the 50’s and 60’s, and my father, like 
any good Dad, took me to Yankee Stadium to see Mickey 
Mantle. Mickey was so popular, he probably could have run for 
President and won if kids could have voted. When Mickey hung 
those spikes up, Jimmy Wynn of the Astros became my new 
hero. Dad endured many a beer shower at Shea as the only 
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Astros fan who wasn’t in uniform cheered loudly and often. 
Kids everywhere played baseball all day in the summer, baseball 
cards were for trading and flipping, players stayed on the same 
team and the “Game Of The Week” was actually a weekly event! 
The game was in its glory. Baseball was king. 

Now, in 1993, baseball is at the crossroads. Cable television 
has brought widespread coverage of the game to the doorstep of 
the fan, but is the next step pay-per-view? The networks contin- 
ue to alienate the young fans by dumping the weekly games and 
starting All Star and World Series games later at night, all to grab 
the bigger advertising dollar. The playoff system has been 
altered not to service the game, but as a trade-off to the networks 
for additional revenue opportunities. Baseball cards and auto- 
graphs are expensive collectors items, not objects of wonder. 
There is no Commissioner, and the owners’ group and the 
Player’s Union are staining an exciting season with the talk of 
strikes and lockouts. Joe Average Fan has to explain to his kids 
why they can’t afford to go to the stadium to watch a game in 
which an average fielder barely floating above the Mendoza Line 
is a millionaire. Kids in school are playing soccer, for God’s 
sake! Wake up and smell the horsehide! 

Baseball has endured strikes before. Writers swore up and 
down that the fans would never return, but each time they came 
back in record numbers. The game is myth and legend and histo- 
ry and that sense of magic that overcomes you after it has quietly 
but permanently instilled itself in your heart. It is the reason that 
grown men cry when watching Field Of Dreams or shout with 
joy when an Ojeda faces his demons or an Anthony Young ends 
his torment. But baseball, statistic-driven as it is, is gambling 
with the law of averages. 

The generation of fans baseball should be courting for the future 
is being ignored by the powers of the game. But this group has 
many more suitors clamoring for its free time than previous gen- 
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erations did. The competition for the spendable dollar is fierce, 
and with the advent of home computers, cable television, VCRs 
and cassette decks, young people today don’t even have to leave 
their rooms to find stimulating entertainment. Yes, the atten- 
dance this year will be strong, but consider that there are two new 
expansion cities and the most exciting pennant races in some 
time. What about tomorrow, when “Generation X,” weaned on 
electronic wondertoys, are the parents and aunts and uncles? Will 
they be going to baseball games or participating in Tom Cruise 
movies in their home theaters through the magic of Virtual 
Reality? How will they possibly pass along the love of the game 
if they never felt it themselves? Without the nurturing, will base- 
ball become just another choice on the satellite dish instead of the 
Great American Pastime? 

Baseball, you need to get your house in order, and fast. There 
is no way that the salary madness will disappear overnight, but 
a revenue sharing plan equitable to the owners and players alike 
must be priority one, and not at the eleventh hour. Get some- 
one in charge as Commissioner and give him or her some 
authority so the Tribune Corporation or some other conglomer- 
ate doesn’t interfere with what is truly in the “best interests of 
baseball.” Work with the networks for the /ong term scenario, 
not for the short term gain. Put those network games on at a 
reasonable time so that kids can actually watch the entire game 
(you would think that the networks would understand the con- 
cept of losing an audience better than anyone). Swallow your 
pride and take some lessons from the marketing success of the 
NBA and NEL. Invest league money in the schools and inner 
city programs where the players and the fans of tomorrow 
reside. Cultivate the future of the game by restoring the oppor- 
tunity for the youth of America to be overcome by the magic 
and wonder that is true baseball fever. If not, when you build it, 
they may not come, after all.U 
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If you feel like playing 18 holes on Hawaii’s Mauna Kea 
course on Monday and the desert spectacle of Arizona’s 
Troon North that night and Akron, Ohio’s Firestone course 


on Tuesday morning, save your airfare and just pull out 


your LINKS Championship Courses! ACCESS Software 
has beautifully digitized versions of some of the world’s 


finest golf courses so you can play the courses the pros 


play day or night, all year round! 


LINKS Championship Courses are completely eer 
with our original LINKS-The Challenge of Golf, the new 


LINKS 386 Pro, and Microsoft Golf for Windows! 


New Belfry 
course 
available! 


Innisbrook 
coming! 
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Systems 

PC, 386 SX or higher. 
DOS 3.3 or higher, 
Windows 3.1. At least 
1 MB RAM 





Macintosh II, LC, 
Quadra, SE/30, 
Powerbook 160 & 
180, Duo 210 & 230, 
Centris 


Graphics 











VGA, SVGA or 
MCGA. Color recom- 
mended 


Sound 











Internal PC speaker 
or SoundBlaster com- 
patible 





by Cindy Yans 


gravel-coated voice shouts, 





“quit talkin’ and _ start 
chalkin’!” Who is this man 
and why is he yelling at me? 


Apparently, he is a rootin’ tootin’ cow- 
boy-booted pool shark living inside the 
pinball world of Eight Ball Deluxe, a 
simulation of the original Bally classic 
presented by Amtex Software 
Corporation. 

Eight Ball Deluxe is the second pin- 
ball sim and the first Pinball Classic in 
a Collector Series planned by Amtex. 
Why, with current complex simulations 
of such worlds as aerodynamics, league 
sports and civilization sculpting (not to 
mention the exciting basket weaving, 
hopscotch and butterfly collecting 
sims), would a company want to con- 
centrate its efforts on recreating the 
pinball experience? It’s simple; in a 
word, simple. While many would 
deem the pinball machine an anachro- 
nism in a world of breakthroughs in 
virtual reality entertainment, there are 
those who require little more to mes- 
merize them than that feisty little silver 
ball happily careening around its glass 
palace of bells and whistles (verbose 
cowboys notwithstanding). It’s a reas- 
suring staple. Kind of comforting. 
Kind of like baseball or checkers or 
Mom. 

For those of us who have always 
loved the ol’ pinball machine in the 
back room of the neighborhood saloon 
(?!) or those who remember when pin- 
ball was the high-tech focus of the 
arcade-used-to-be-penny-arcade estab- 
lishment, it’s easy to recall the excite- 
ment kindled by seeing your score 
approach the venerable High Score. 
You became one with the machine. 
Yee-haw! A Free Ball could raise 
heart rates to astounding velocities. 
Scoring a Free Game approached emo- 
tional orgasm. OK, perhaps it was not 
quite that extreme, but the game 
involves a single minded focus, unmiti- 
gated concentration, deft eye-hand 
coordination. Born is a small stretch of 
time where everything else becomes 
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Eight Ball Deluxe 
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blurred, and action and reaction rule 
the soul. 

The concept may be simple, but the 
logistics of this simulation are definite- 
ly not. It is very slickly presented, the 
look of the board/table adhering unerr- 
ingly to Bally’s original design. It 
boasts what may be the first computer 











pinball design with a vertically 
scrolling screen, enhancing the illusion 
of a greater playing area. 

And the action? Amazing. The ball 
truly appears to roll, not just move. It 
rolls, bounces, angles off the side 
walls, speeds up, slows down, rico- 
chets and screeches directly down the 


Strategy Plus 


TSUNAMI 


(pronounced soo-nah’-mee) 


n. A powerful vision 


and a fresh approach 


to an almost forgotten 


art...the ancient art 


of storytelling. 
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TSUNAMI titles: 


HINGWORLE 
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™ designates a trademark of Tsunami Media, Inc. 
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CREATED BY 
BEST SELLING 
GAME DESIGNER 


_ JIM WALLS | 


YOU'RE JAKE RYAN, rookie motorcycle officer. Ten years have passed since the 
unsolved murders of your parents, but a twisted trail of evidence still exists. 


While patrolling your beat, pieces from the past begin to link with the present. 


You’re treading where you’re not wanted and someone wants you to know it! 


BLUE FORCE...Realize your destiny. 
Available from your local dealer in 3.5” disk or CD-ROM FORMAT. 
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Tsunami Media, Inc. is an independent publisher, distributed exclusively by Accolade, Inc. 


Actual VGA screens 








REVIEW 


center exactly and infuriatingly 
between the saving flippers (don’t ya 


just hate it when that happens?). The 


wonderful thing about all of this 
action, however, is that the little fellow 
(a.k.a. silver ball) does not have a life 
of its own. The programmers have 
done a tremendous job of giving the 


player complete (almost) control over 


the playing field. There are “nudge- 
the-table-left”, “nudge-the-table-right” 
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and “nudge-the-table-forward” keys. 
The plunger-pulled initiation of each 
ball dictates its behavior from the get- 
go. Each point of flipper contact with 
the ball produces a different and appro- 
priate velocity and direction. In 
essence, the ball acts as though it has 
complete physical interaction with the 
playing space. The algorithms control- 
ling the flight of the ball factor in 
everything: ball mass, gravity, inertia, 


So 
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heart of the Amazon 
Basin. A desparate, 





crazed message sends 
you on a perilous search 


through a land where 
legends come to life, 
danger hides behind 
every corner, and 


incline (which may be altered for vari- 
ation in play), momentum transfer, 
flipper acceleration, nudging and even 
the varying modulus or “bounce” of 
different rebound surfaces. Many 
kudos belong to the folks who wielded 
the physics and calculus tools neces- 
sary to produce such realism. Even 
Isaac Newton would have been mighty 
proud (although smug, I imagine, since 
after all, they were Ais ideas first.) 

The game is a sim within a sim. A 
pinball game which simulates a pool 
game. There are seven drop targets. 
If you are the first or third player (yes, 
just like the real thing, there may be up 
to four players per game), these targets 
represent the solid balls, | through 7. 
If you’re the second or fourth player, 
they represent the striped balls, 9 
through 15. (“You've got the stripes!”’, 
bellows the cowboy. Oh, 1s he still 
here? Oh yes.) Knock them down and 
score 2,000 points each. Knock them 
all down to light the Eight Ball target. 
(“Get the Eight Ball, Corner Pocket!’’) 
If you are skillful enough to hit the 
Eight ball target (“Sink the Eight Ball, 
Corner Pocket! Get the Eight...”, and 
on and on and on he cajoles), nit are 
treated to a whirlpool effect, scads of 
points, and “Nice Shot!” from our ubig- 
uitous friend. One too many nudges 





L\ tae wihkewa Ge world 
‘ imonenantastics 


IMCAWASTDOSSIC 


 ourney FT| Y 
in time to the = 
year 1957 on re 
| an expedition <> 
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These serials were made 
up of intriguing, fast 
paced episodes which 
placed the hero in unbe- 
lievable peril. AMAZON 
xx contains 14 exciting 

<x episodes filled with plot 
twists, mysterious charac- 
ters and heart stopping 
cliff-hangers. You haven't 
had this much fun since 
the drive-in days! 


incredible treasures wait 


to be discovered. 7 i 

AMAZON is designed | se r rT 

in the style of the serials : feirt 

~~ of the 1940's and 50's } A 


such as Flash Gordon, 


The Lost City, and 
Rocketman. 
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and a fi/t occurs. The ball in play is 
lost along with any bonus points accu- 
mulated. much 
English!! (Doesn’t he have to go to 
the bathroom yet?) 

On the down side, and yes I am nit- 
picking, the scroll screen seems just 
the slightest bit slow on the down- 
scroll. If the ball is zipping downward 
at full speed, the flippers are not in 
sight soon enough to make a decision 
on one’s plan of action. The right or 
the left? The RIGHT or the LEFT? To 
nudge or not to nudge? In your con- 
centrated frenzy, these become burning 
questions. With experience, however, 
observing the direction of the traveling 
ball is helpful in making these all- 
important, fateful decisions; monumen- 
tal decisions; decisions which, at the 
moment, seem as important as whether 
or not to become involved in the mili- 
tary conflicts of oil producing nations, 
or whether to order the chicken or the 
beef. 

Another small annoyance is that the 
final game score, especially that of the 
last (or only) player disappears the 
moment it is tallied, almost before the 
brain is able to digest the number. If it 
is among the top ten scores which are 
“saved”, however, it can be recalled at 
any time by leaving the game board 


“Whoops, too 


and entering the environment of the 
Pinball Cafe. Home of the machine 
(and the, gulp, cowboy), the Cafe hosts 
the top-ten scoreboard, and the options 
screen Behind the Back Glass which 
enables you to alter the pitch or volt- 
age, reset to Tournament mode 
(default), and choose the sound source 
and mouse options. 

When you do acquire a top-ten score, 
you may enter your name which will 
appear on the Chalkboard to impress 
and astonish your friends and groupies. 
You are also given the opportunity to 
“register” your score and obtain a vali- 
dation code if you wish to enter an 
Amtex tournament (proving that some 
folks are deadly serious about their 
pinball). Cheating, by the way, ie. 
hacking into the game file which has to 
be named “score.sav” or something 
like that, to edit high score and obtain a 
bogus validation code is incredibly dif- 
ficult (I am still trying). Probably the 
designers could help... 

With a sound card, the audio experi- 
ence 1s absolutely stunning: buzzers, 
bells, rattling, ping sounds, zing 
sounds, boing sounds, bing sounds, and 
of course the voice of the cowboy - 
touted in the manual as “the original” 
gritty voice from Bally (okay, maybe 
I’ve given him a bum rap.) The PC 
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speaker pales in comparison, and the 
only imaginable use for the no-sound 
mode would be for late-night bedroom 
encounters (with the game, that is) or 
for evading the ears of your boss or co- 
workers. In the latter case, the office 
folks might still wonder why you are 
pounding the keyboard and executing 
left and right body English, uttering 
grunts and phrases like “C’mon, 
c’mon! YESSSSSS!” or “NO, NO!!!! 
Not there, you bleeping hunk of tin!” 

The game manual is detailed and 
informative, with helpful illustrations 
and a whole section on pinball funda- 
mentals for the uninitiated, and playing 
tips for all. 

If you liked Amtex’s first pinball sim, 
Tristan (MacWorld’s Best Sports 
Game of 1992), if you’ve ever been 
enamored of pinball in any form, if you 
never pulled a pinball plunger at all 
(and we know you’re out there), or 
even if you are a diehard Adventure 
Gamer or CRPG maniac who is sure 
that there isn’t anyone or anything that 
can rip you away from full time battle 
within your genre (I fall into this 
class), take a moment, drop that lance, 
doff that armor, bid farewell to your 
mage and “CHALK UP!” You may 
become hooked. I did. Oh, but you’re 
out of quarters? Not a problem.U 
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We're so sure you'll love our new 
multi-media adventure experience for 


your PC that we’re willing to send you 
a FREE playable demo disk for just the 
$2 it takes to ship it to you! Call us 
now at 1-800-800-4880 to take 
advantage of this incredible offer. 
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Gasp in disbelief at the lost tribe of 
Amazon women!* 
*Actual Amazon VGA screens. 
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MAC CORNER 


MACWORLD 
REPORT 





55,000 Mac users descended on Boston, hit this conference, © 
saw the promised land, and then ascended to Mac Heaven. 
Strategy Plus sent Sandy Kettenhofen, our own... 


Macworld 


Maniac 


avid Macintosh computer fans inundated Boston 
city for the biggest convention known to that city. 

The event was so enormous that both the World Trade 
Center and the Bayside Exposition Hall were packed to 
capacity with vendors of all types. There were more than 
400 exhibitors throughout the 300,000 square feet of 
exhibit space. The conference schedule boasted 140 indi- 
vidual sessions covering 15 subject areas. 

As a neophyte into the Macworld Expo experience I had 
no preconceived notions about what it would encompass. I 
knew that there would be vendors, and I knew they offered 
conferences of many and various types. I was in no way 
prepared for the magnitude of this experience. I must 
admit to being an overt Macintosh fan and will discuss the 
advantages of the Macintosh at the drop of a pixel. 
Therefore, I was in Mac Heaven! I spent every minute of 
the three-and-a-half days it was open and still came away 
without seeing everything. 

This year was my first-ever sojourn to a Macworld Expo 
and it will definitely not be my last. Here at last was an 
opportunity to ask all my unanswered questions, see all the 
programs that I thought I might be interested in and be 
able to actually try some of the programs that I have been 
wondering about. 


Dp: the first week of August more than 55,000 


New games 

for the Macintosh 

Wow, do we have new games! Graphic adventures and 
CRPG’s are looking very good and those who enjoy this 
type of game will be pleased to know that there are several 
really intriguing ones on the horizon. 

Pathways Into Darkness (PID) by Bungie Software 
Products is no longer simply “on the horizon,” it has 
arrived! This is an addictive 3-D action adventure experi- 
ence described as the Macintosh answer to Wolfenstein. 
PID is definitely a “shoot-em-up” variety but still qualifies 
as a CRPG since it does have a puzzle which needs to be 
solved. Look for a full review of Pathways Into 
Darkness in an upcoming issue for full details. 
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Another positively mind-blowing game that will be 
released in the third week of September is Myst by — 
Broderbund. A demo CD/ROM was available at 
Macworld which demonstrates a simply incredible graphic _ 
role-playing adventure. In Myst the player does not get _ 
killed over and over again. Rather, the emphasis is on 
exploration and puzzle-solving during the journey as it 
flows in and through multiple worlds. The demo CD/ROM | 
included scenes from Myst as well as a small segment of 
the adventure itself. It will be worth getting this game just. 
to view the incredible graphics! We will review this game _ 
in its entirety once it is released. | 

In October look for the release of the Better Dead 
Ratification (BDR) by Art Sector One. This chilling com- 
bination of arcade action and role-playing promises some 
real challenges. BDR is being marketed as a “completely 
interactive, thought-provoking arcade-style action game. “ 
The player converses with the characters as if they were 
actually there, the photo-realistic 3-D worlds are complete- 
ly interactive and there is more than one possible ending to 
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Welcome to the Financial Market simulation 


game of movers, shakers and takers. It's a fast-- 


RAGS TO RICHES” 


He who ends up with the most toys wins. 





paced program that lets you become the 


master of your entrepreneurial destiny as you 


It can all be yours--the cars, yachts, planes climb the slippery Wall Street ladder to 
and other big time toys that will make you the financial success--the higher you get, the 
righteous ruler of conspicuous consumption. higher the stakes. 

But it does take some savvy moves, a few dirty So go ahead, get bullish on greed-- 
tricks, and, oh yeah, a little hard work. it feels good! 


Interplay Productions, Inc. 
17922 Fitch Avenue 
Irvine, CA 92714 

(714) 553-6678 





© 1993 Interplay Productions , Inc. All rights reserved. Rags to Riches is a trademark of Interplay Productions, Inc 


To order RAGS TO RICHES™, call 1-800-969-4263, or see your local retailer. Reader Service No. 8 


Nobody knows air combat like 
legendary ace pilot General Chuck 
Yeager. And his 
brand of dogfighting 
on the Macintosh is 
hot. Choose from 


50 missions or pursue 


a full campaign to count your kills. 
Create your own battles, mixing three 


eras and 24 aircraft in the most realistic 


* dogfights ever. 
WWII: The pinna- 
cle of prop-driven 


combat. Fly the 
famed P-51 Mustang 
against the Luftwaffe’s FW-190. 


KOREA: ‘Jets rule the day. Take 
an F-86 Sabre nose-to-nose with a 
MiG-15 in “MiG 

Alley”. 
VIETNAM: 
Missiles dominate 
the sky. Pilot a F-4 
Phantom after a squadron of MiG-21's. 
You can even fly against a friend over a 
network and then relive 


each harrowing mission and 


J 


ar OMMAAT | i analyze your tactics using 


the flight recorder. Like 


Yeager says, “It’s the man, 


not the machine.” 


FOR MACINTOSH 
AND POWERBOOK 


To order; Visit your local retailer ot call 1 (800)24 4525, n version by Lo of enger ee =— 
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the game. The demo that I saw looked great and hopefully 
they will be able to come close to their target release date. 
You will see the review here as soon as we can obtain 
BDR. 


Flight simulations are really coming of age. There were 
many flight sims being shown at Macworld but two really 
stole the show: F/A-18 Hornet by Graphic Simulations 
and A-10 Attack! by Parsoft Publishing. F/A-18 Hornet 
is published by the same folks who brought us Hellcats 
Over the Pacific. 














As I monitor the MacFun forum on CompuServe in my 
capacity as Discussion Leader, it has been my observation 
that Hellcats is one of the highest-rated flight sims on the 
market. From the looks of F/A-18 Hornet it appears that 
Graphic Simulations has another hit on its hands. Originally 
GS thought that it was going to debut Hornet at Macworld, 
but discovered that there were some slight glitches that pre- 
vented Hornet from living up to its high standards. 
Therefore the decision was made to preview Hornet at 
Macworld and hold off on its release until these minor areas 
could be repaired. GS very well could have gone ahead and 
released Hornet and followed up with an upgrade immedi- 
ately. It would have sold an enormous number of games at 
Macworld. Instead, it is waiting to deliver a product that is 
of the highest quality. Hats off to Graphic Simulations! 

A-10 Attack! was almost a complete surprise. It is pretty 
standard for the gaming public to have an idea what is in 
the pipeline for upcoming games, but A-10 has been kept 
under tight wraps until just prior to Macworld. The stag- 
ing of this demonstration was a masterpiece unto itself. | 
should probably begin by telling you that only real profes- 


Strategy Plus 


sional jet pilots are beta-testing this simulation. This gives 
Parsoft the feedback from the pilots’ viewpoint and adds 
tremendously to the product. At Macworld the simulation 
was being demonstrated with the pilot sitting in the mid- 
section of a jet plane. A-10 was being shown on three 
monitors; a large one in the middle and a slightly smaller 
one on each side. Each of the three monitors showed a dif- 
ferent view, which combined to make it a panoramic scene 
(during the time I was observing the demonstration I did 
not see any of the alternate views, so I’m not able to report 
on what those looked like). The “capsule” had a MacFly 
joystick on the right side at about knee height and on the 
left side was a Thrustmaster power stick. To top it all 
off, there were foot pedals for the rudder control. This was 
one slick mockup. The pilot’s seat even included the 
shoulder harness safety straps. Visually the demo was the 
best I’ve seen, but I have to modify that with the fact that 
due to the triple screen display it was difficult to determine 
if it was so impressive because of the panoramic view or if 
it was simply an extraordinary graphic representation. 


The Arcades Project 

Arcade Action had a large showing at Macworld. If there 
was an award for number of newest games debuted at the 
show it would have to go to Casady and Greene. C&G 
premiered three new arcade-type games, which all appear 
to be monstrously addictive. Its booth contained multiple 
monitors, allowing people to watch these new games as 
they were being played or to experience the new games in 
a “hands on” manner. Seasoned Mac gamers will remem- 
ber Crystal Quest (which we all played by the 
hour/week/month.) C&G has come out with an outra- 
geously clever sequel entitled Crystal Crazy and it is just 
that: crazy. 

Casady & Greene’s other two games both take place in 
outer space. ZOA, Zone of Avoidance, places the player 
in a space station. The mission is to protect the space sta- 
tion from meteors and attack by alien forces. Spaceway 
2000 is an intergalactic freeway in which the player pilots 
a spaceship in, around and through a gauntlet of obstacles. 

Inline Software made a terrific showing in its new booth. 
It had a multi-station presentation of all its newest games: 
S.C.OUT, Cogito and Tinies as well as an upcoming 
release of a new game entitled Firefall. Firefall is an 
arcade-type game in which the mission is to seek out and 
destroy progressively nasty “fireworms.” Fortunately, as 
the game proceeds the player also gets progressively 
sophisticated weaponry with which to battle said “fire- 
worms.” Look for the release of Firefall in November. 

Baseline Publishing could fast become the computer 
gamer’s best friend. At Macworld Baseline introduced 
AXIS, The Gamecheater. AXIS is a control panel device 
that allows user to cheat, or “enhance,” both Macintosh 
and DOS computer games. While playing, users can outfit 
themselves with additional lives, weaponry, fuel or what- 
ever will enhance each particular game. 


Wrap-Up 

Time and space restrictions do not allow me to include all 
that I saw, but some of the vendors have promised to send 
me samples of the different games so that I can tell you 
more about them. Look for updates as we go along. If you 
have any particular games that you would like to know 
more about or “how to’s” for solving any games, please let 
us know. The only way we can fulfill your needs is if we 
know what they are. 'Til next month! — Sandy U 
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- You don’t have to take 
_ it anymore. Well, in 
~ fact, I’m afraid you do. 


_ But you can get some 


_ temporary relief by 
77 ~ writing to: 


Strategy Plus 
Burlington, VT 05402, 


The Paper Game 


This month, we dedicate space to a long- 
ish letter from some very experienced 
non-computer role-playing gamers, a 
“reader’s alternative perspective” on 
Realms of Arkania. 


Dear Editor: 

I realize that you are not responsible for 
your advertisers, however from time to 
time you need to be aware of what they 
are doing. Megatech for the last few 
months has been advertising a demo disk 
for five dollars by mail or free from their 
BBS. The BBS tells you that the demos 
for Metal & Lace and Dragon Knight 
III are not available. They still have the 
five dollar offer. At present, I owe for 
the phone call and still had to pay for the 
demo. The BBS gave me a series of 
views from Megatech’s games, most of 
which are in the printed ads. The 
Megatech BBS functions as a hint book 
for their products but they still say the 
demos are up. 

I enjoy the computer wargame cover- 
age in your magazine. Your coverage of 
V for Victory is excellent. Could we 
get some information on replacements 
and the functions? I seem to be having 
problems with getting replacements cor- 
rectly, and I can not make the “show 
supply line” feature work. I am running 
Market Garden without the fixes (due 
me in two weeks, maybe). Could we 
also see some Harpoon coverage? It is 
a better opponent than V4V. 


James W. Durney 
Omaha, NE 


Dear Mr. Durney, 

True, we can't manage our advertisers’ 
own promos, though we wish we could! 
(heh-heh) However, it sounds like 
Megatech, rather than engaging in an 
intended and nefarious rip-off plot, has 
probably bitten off a little more than 
they could chew with the game promos. 
Often a company’s marketing depart- 
ment makes plans on projections that 
don't turn out along the timetable origi- 
nally constructed (this is very true for 
many big jobs, from software design to 
highway building). That leaves the com- 
pany hanging in the air with marketing 
promises which can’t be fulfilled — in 
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this case, the apparently vaporware (so 


far) promo disk. The solution to this 


problem is to verify advertising claims 
with the company by voice phone where 
possible, prior to incurring long-dis- 
tance connect charges or plunking down 
cash for not-yet-released products. 
Hope you eventually get the disk you 
sank some time and money into. 


Dear Steve, 

We have just read the review on Realms 
of Arkania by Judith Weller and we 
cannot believe our eyes! Did she play 
the same game we played? As experi- 
enced wargamers and FRPGers, we can 
tell you that this game, though not per- 
fect, is VERY good. 

Ms. Weller’s complaint about printer 
support is well taken. We simply made 
up our own character sheets on our word 
processor. A little tedious, but if you are 
going to spend a hundred hours on a 
game, it is worth it. We liked the char- 
acter generation system very much, 
despite Ms. Weller’s complaints about 
the length of time it took; it was still 
faster than most pen and pencil RPGs. 

Ms. Weller’s criticism of the combat 
system makes it abundantly clear that 
she has never played any pen and pen- 
cil RPGs. The system was obviously 
derived from this format and that is one 
of the game’s strengths. You can view 
the whole battlefield and maneuver the 
characters to their best advantage for a 
good balance of firepower and shock. 
It has all of the advantages of using 
lead miniatures (clarity, maneuver) and 
none of the disadvantages (dice rolling, 
complex combat results charts). 
Combat systems such as are used in 
Eye of the Beholder and Ultima 
Underworld are severely limiting in 
scope and don’t really allow for any 
tactical maneuver. our only complaint 
is that the grid should have been based 
on hexagons instead of squares, or at 
least let us fire/move diagonally. By 
the way, the computer is definitely 
NOT better at maneuvering the charac- 
ters rectilinearly than a competent 
human player, especially one with 
wargame experience. The complaint 
about characters hitting themselves is 
an integral part of the game, called a 


fumbled attack, and happens whether 
you control the character or the com- 
puter does! 

The save game rules, contrary to Ms. 
Weller’s opinion, are one of the best fea- 
tures of the game. I find the situations 
much more tense and exciting if my 
characters have a chance to die during a 
combat or if I screw up and have to go 
back to my last save. If you save in 
town before you head out into the 
wilderness, you should be okay. 

We have been playing this game for 
weeks (months in game time) and have 
only gotten one rumor of a dungeon 
under a house in town. Ninety-nine per- 
cent of the dungeons are in the wilder- 
ness and you just stumble onto them, 
which is good. An exception to this is 
that one entire town is like an above- 
ground dungeon. This can be very excit- 
ing for unsuspecting characters... 

As for the herbs, Ms. Weller complains 
that she is constantly running low on 
money, having to resort to herb-gather- 
ing for a living. In the twelve months of 
game time we have done so far, we have 
accumulated 4200 ducats. Since the 
most expensive thing you can buy is 
“Bane Dust” at 350 ducats we have 
enough money to last several lifetimes. 
Ms. Weller should learn to manage her 
money better. 

In conclusion, Ms. Weller badly misses 
the mark with this unfair review. We 
love this game and will definitely pur- 
chase any sequels. 


Wayne and Christopher Close 
Northbrook, IL 


Dear Wayne and Christopher: 

Whew! A mouthful, and an encouraging 
one (regarding Realms of Arkania, at 
least) at that! None of us hits a home 
run every time, and different players, 
with different expectations, goals, inter- 
ests, tolerances, and backgrounds often 
react actively to games in highly diver- 
gent ways. All we can say is, Judith did 
her best to express an honest opinion 
about the game based on her expecta- 
tions and experience with it; we're very 
glad to hear others out there are having 
such great fun with it. Thanks for your 
perspective! 
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The designers of this simulation have done their homework and have 
provided anyone who fancies railroads with a chance to make their dreams 
come true." Model Railroader 


"...clearly one of the best simulations of any type - indeed, one of the best 
games in general - to appear in a very long time." PC Strategy Guide 


".,.here's a nomination for computer game of the year... It's one product that 
is definitely right on track." Chicago Tribune 


Overall Game of the Year; "... a lifetime of gaming in one product... CGW's 
Game of the Year is rcognized because of its unique subject matter, excellent 
presentation, and exceptional game paly." Computer Gaming World 


If not the best, Railroad Tycoon is certainly among the best computer 
games ever created..." Game Players 


thoroughly engrossing... may well be the game of the year." Video Games 
& Computer Entertainment 
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HONEST REVIEWS 

TIMELY PREVIEWS 

CUTTING EDGE DESIGN NOTES 
DETAILED GAME HINTS 
IN-DEPTH STRATEGIC ADVICE 


Strategy Plus writers are hard-core gamers who give their honest 
opinion of games they have played at length. We give you the 
previews as soon as the information on titles such as Patriot, Star 
Trek: The Next Generation, Aces Over Europe, Warlords 2, and 
| Might & Magic 5 is available. Game designers Chris Crawford of 
| Patton Strikes Back, Dan Bunten of Global Conquest, Bruce 
| Shelley of Civilization, Mark Baldwin of Empire Deluxe, John 
Almberg of Worlds at War and many others, bring you up to date 
as the design process unfolds. They share their design decisions 
| with you, what's in the game, what might be included and what's 
been excluded. After the previews, design articles, andreviews we 
| give you detailed game hints and complete walkthroughs for 
games such as Indiana Jones and the Fate of Atlantis, The Dagger 
of Amon Ra, Ultima 7 Black Gate, Wizardry Crusaders of the Dark 
| Savant, and Might & Magic 4: Clouds of Xeen. The Perfect 
| General, Civilization, Railroad Tycoon, Empire Deluxe, V for 
| Victory, Power Monger, Great Naval Battles and similar games, 
get coverage with in-depth strategic advice. Computer Games 
| Strategy Plus includes previews, reviews, design articles, game 
| hints, and in-depth play advice for the newest IBM, Macintosh, 
| Amiga, and CD-ROM based computer games. 


CHIPS & BITS Inc 


PO Box 234 Rochester VT 05767 


Fax 802 767 3382 Int'l 802 767 3033 








Acoustic Research P22 $79 
Acoustic Research P42 $159 
Acoustic Resarch P570 $319 
Acoustic Resarch P622 $239 
AdLib Sound Card $34 
Adlib Gold Sound Card $99 
Adlib Programmer's Man $6 
Adv Gravis Ultrasound $129 
Champ Joystick $19 
Flight Stick Joystick $36 


‘ew Flight Stick Pro Joystick $57 


Game Card 3 Automatic $39 


Labtec 105 Speakers $21 
Maxx Cobra Flightstick $54 
Maxx Control Yoke $54 
Maxx Rudder Pedals $39 
Media Concept $59 
Pilot Control Stand $20 


Pro Audio Spectrum 16 $155 
Pro Audio Spctrum Plus$129 
Rudder Pedals Driving $39 
Sony SRS7 Speakers $9 
Sony SRS9 Speakers $16 
Sound Blaster 16 ASP $219 
Sound Blaster Deluxe $89 
SBlastr Discovry CD 16 $469 
SBlastr Discovery CD 8 $399 
SBlastr Edutainment 16$519 
SBlaster Edutainment 8 $448 
SBlastr Powred Speaker $24 
Snd Blaster Pro Deluxe $124 
Snd Blaster Voice Editor $54 
Sound Galaxy BX2 $65 
Sound Galaxy NX2 $79 
Sound Galaxy NXPRO $119 
Snd Galaxy NXPRO 16 $169 
Snd Galaxy Multimedia $399 
Snd Galaxy 16 MM $499 
Sound Machine $94 
Thrustmaster Driving CS $99 
Thrustmaster Flight CS $59 
Thrustmaster FCS Pro $99 
Thrustmastr Game Card $27 
Thrustmaster Rudder CS $99 


Thrustmaster WCS II $94 
Thunder Board $49 
Thunder Board WIN $49 
Video Blaster $349 
Virtual Pilot $69 
Voice Blaster $64 


IBM CD ROM 


12 Roads to Gettsyburg $48 


7th Guest $54 
7th Guest 2:11th Hour $65 
A Christmas Carol $18 
Acrabble Deluxe $30 
Adv of Willie Beamish $39 


Aegis: Guardian of Fleet $54 
Aesop Multimedia Fable $30 


Airworks Music Library $34 
Alone in the Dark $48 
American Vista $52 
Americans in Space $41 
Atlas Pack $71 


Atlas of U.S. Presidents $26 
B17 w/ Silent Service 2 $42 
Backroad Racers $43 
Barny Bear Goes School $23 
Barny Bear Goes Space $23 
Battle Chess $46 
Blue Force: Next of Kin $44 
Bodyworks: Adv Anatmy $52 
Britannica Family Choice $64 


IBM HARDWARE IBM CD ROM 


Buzz Aldrin Race Space $59 
California Travel $9 
Campaign $35 
Capstone CD Collection $45 


Castles 2 $50 
Chessmaster 3000 $46 
Conan $21 
Conquests Robin Hood $42 
Conspiracy $45 
Crossword Cracker $50 
Curse of Enchantia $26 
Cyber Space $38 
Day of the Tentacle $45 
Desert Storm $32 


Discoveries of the Deep $37 


Don Quixote $24 
Dracula $48 
Dracula Unleashed $51 
Dragon’s Lair $36 
Dune $54 


EcoQuest Search Cetus $42 


El Grito Del Jaguar WIN $46 
Eric The Unready $36 
European Racers $44 
Eye of the Beholder3 $48 
F15 2 w/ B17 $44 
Family Doctor $51 
Fantasy Empires $36 
Fascination WIN $39 
Fatty Bears Funpack $34 


Fatty Bear World Game $44 
Fatty’s Bear B-Day Surp $38 


Gobliiins $30 
Gobliiins 2 $30 
Gofer’s Winkel Advet $29 


Great Cities World Vol 1 $52 
Great Cities World Vol 2 $52 


Gunship 2000 w/ Scen $44 
Guy Spy $29 
Guy Spy TerrorDeep $36 
Hell Cab $65 
Hi-Tech Aircraft $43 
Impressionist Sources $49 
Inca $42 


Indy Jones Fate Altantis $52 
Interactive Storytime V1 $30 
Interactive Storytime V2 $30 
Interactive Storytime V3 $30 
lron Helix $60 
Jack and the Beanstalk $34 


Japanese Alive $118 
Jersey Devil $34 
Jones In The Fast Lane $42 
Jungle Book WIN $24 
Jutland $52 
King’s Quest 5 WIN $42 
King’s Quest 6 $48 
King’s Ransom $38 
Koshan Conspiracy $48 
Labyrinth $39 
Lands of Lore $35 
Laura Bow 2 $42 


Learn to Speak Spanish $64 
Legend of Kyrandia $49 
Library Art: Renaissance $60 


Loom $39 
Lord of the Rings $38 
Lost in Time $42 


Lost Treasure Infocom $39 
Lost Treasure Infocom 2 $29 


Mad Dog Mcree $32 
Mammals $92 
Man Enough $48 


Mantis Exprimntal Fightr $45 
Mario Teaches Typing $48 
Microcosm $51 


‘MECHWARRIOR 
2’ Climb into one of 
16 Battle Mechs 
and prepare to set 
your imagination 
on fire. You're 
strapped into a 
100-ton machine 
that can annihilate 
a squadron of 
F-15s in a heart- 
beat. And you're 
aboutto battle your 
way across the 
planetary terrain. 
From ice to d 


















‘A320 AIRBUS’ is 
a true pilot's flight 
simulator. Start out 
as a trainee and go 
through an inten- 
sive program de- 
signed to help you 
understand the 
laws of flight phys- 
ics and apply them 
to actual flight ex- 
perience. Features 
authentic naviga- 
tional system and 
exact simulation of 
actual A320 instru- 
mentation. $44 
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Lufthansa =. Deutsche Aerospace Airbus 








Take command of a U.S, Navy SEAL Team on 


the FIRST realistic 2.0 batlefila tor the PC! ‘SEAL TEAM’ 


Lock and load! 
Relive the exploits 
of the U.S. Navy 
SEALs through 4 
separate cam- 
paigns with 80 re- 
alistic missions 
based on actual 
combat reports. 
Callin Air, Gunboat, 
& Gunship strikes. 
Choosefrom 35 dif- 
ferent pistols, rifles, 
machine guns, 
rockets & grenade 
launchers. $42 








‘CH PRODUCTS - 
FLIGHT STICK 
PRO’ is the ulti- 
mate battle stick for 
computer pilots. It 
can activate radar, 
arm & disarm 
weapons and view 
your aircraft with- 
out ever removing 
your hand from the 
stick. The trigger & 
3 buttons gives you 
full range of com- 
bat while the view- 
er gives you total 
command. $59 








Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada 
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Mosaic Magic $34 
Multimedia: Vivaldi WIN $34 
Myst $64 
Omar Sharif on Bridge $46 
Oshkosk ’92 $39 
Phantasmagoria $59 
Pilgrim Quest $64 
Presidents:Start George $94 
Putt Putt Goes to Moon $44 
Putt Putt Joins Parade $48 
Putt Putt’s Funpack $34 
Rebel Asault $44 
Return of the Phantom $42 
Rodney’s Funscreen $46 
Ruturn To Zork $48 
Secret Monkey Island $39 


Secret Weapon Luftwffe $42 


Shadow of the Comet $48 
Shelly Duvall’s Bird Kife $42 
Sherlock Holmes 1 $44 
Sherlock Holmes 2 $44 
Sherlock Holmes 3 $51 
Shuttle $24 
Sim Ant $48 
Sim City $48 
Sim Earth $48 
Slater & Charlie $42 


Software Toolworks Ref $79 
Space Quest 4 $39 
Spirit of Excalibur $32 
Star Trek 25 Anniversary $46 


Stellar 7 $42 
Street Atlas USA $108 
Stronghold $36 
Talking Classic Tales $60 
Talking Jungle Safari $60 
Team Yankee 2 $29 


U.S. Atlas 3.0 Mitimedia $52 
U.S. Atlas with Automap $64 
U.S. President $32 
USA Wars: Civil War $32 
Ultima Underworld 1 & 2 $52 
Ultima Bundle 1-6 $59 
Under a Killing Moon $48 
Velveteen Rabbit Childrn $58 
Video Cube $45 
Vitl Sign:Good Helth Res $61 
Wayzta World Fact Book $32 
Where in World CSD DIx $59 
White Horse Child $29 
W.Commander / Ultima 6$57 
W.C. / Ultima Undrworld $59 
Wing Commander Dluxe $48 


Winning Elections $83 
Wolf Pack $39 
World Atlas $58 
World Vista $52 
World of Xeen $42 
Wrath of the Demon $29 
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Adv Willie Beamish $24 
All Dogs go to Heaven $17 
Alone in the Dark $36 
Alone in the Dark 2 $36 
Altered Destiny $29 
Amazon $29 
Amazon Trail $32 
An American Tail $21 
B.A.T. $6 
Batman Returns $32 
Beverly Hillbillies $30 
Bloodnet $42 
Bloodstone $34 


Blue Force: Next of Kin 
Castle Wolfenstein 
Codename Iceman 
Colonel’s Bequest 
Conquests Robin Hood 
Conquests of Camelot 


$42 
$37 
$15 
$15 
$36 
$15 


Conspiracy Deadick File $34 


Covert Action 

Crime Does Not Pay 
Cruise for a Corpse 
D Generation 

Dark Half 

Dark Heart of Uukrul 


$9 
$34 


David Wolf Secret Agent $15 


Day of the Tentacle 
Deja Vu 1&2 WIN 
Discoveries of the Deep 
Don't Go Alone 

Dragon Knight 3 
Dragon’s Sphere 
Dreamweb 

Duck Tales 

Earth Invasion WIN 
Earthrise 


$39 
$28 
$37 

$6 
$49 
$42 
$36 
$15 
$26 

$9 


East vs West Berlin 1948 $9 


Elf 

Epic 

Eric the Unready 
Flashback 

Floor 13 

Fool’s Errand 

Freddy Pharkas 

Free DC 

Future Wars 

Gabriel Knight 
Galleons of Glory 
Gama Force 
Gateway 

Gateway 2:Homeworld 
Godfather 
GrailQuest 

HUMANS 

Heart of China 
Heaven and Earth 
Heimdall 

Hired Guns 

Homey D. Clown 
Hook 

Hound of Shadow 
Inca 

Inca 2 

Indy Jones 4 
Innocent Until Caught 
Inspector Gadget 
Isle of the Dead 

Jack the Ripper 
Jagged Alliance 

KGB 

King’s Quest 5 
King’s Quest 6 
King’s Ransom 
Kristal 

Kronolog : Nazi Paradox 
L.A. Law 

Laffer Utilities WIN 
Lane Mastadon 
Laura Bow 2 

Leather Goddesses 
Leather Goddesses 2 
Legend of Kyrandia 
Legend of Kyrandia 2 
Leisure Suit Larry 1 
Leisure Suit Larry 5 
Leisure Suit Larry 6 
Leisure Suit Larry Bndle 
Loom 


$24 
$32 
$32 


$12 
$26 
$19 
$32 
$17 
$32 
$27 
$32 
$17 
$29 
$42 
$36 
$38 
$34 
$38 
$39 
$48 
$17 
$36 
$42 
$38 

$9 
$42 

$9 
$24 

$6 
$36 
$12 
$42 
$32 
$35 
$12 
$19 
$42 
$39 
$19 


NOV SPLS 1 


FREE GAME WITH YOUR $75 ORDER* 


Call 800 699 4263 
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Lords of the Rising Sun $34 
Lost File Shrlock Holmes $26 


Lost in LA 
Lost in Time 
Lost Treasure Infocom 


$37 
$36 
$39 


Lost Treasure Infocom 2 $29 


Magic Pockets 
Manhole 
Manhunter New York 


$18 
$25 
$28 


Manhunter SanFrancisco$15 


Maniac Mansion 
Martian Memorandum 
Merchant Prince 
Metal Mutant 


$18 
$19 
$39 
$32 


Mixed Up Fary Tale EGA$19 
Mixed Up Fary Tale VGA $29 
Mixed-Up Mother Goose $29 


Nebulas 
Out of this World 


$27 
$36 


Pepper Adventure Time $29 
Plan 9 from Outer Space $31 


Police Quest 1 

Police Quest 2 

Police Quest 3 

Police Quest 4 

Prince of Persia 
Prince of Persia 2 
Return of the Phantom 
Return to Zork 


$24 
$15 
$29 
$42 
$25 
$45 
$39 
$46 


Rex Nblar Cos Gen Ben $36 
Rex Nebular Master Edit $52 


Riftwar Legacy 
Ringworld 

Rise of the Dragon 
Robocop 3 

SDI 


$37 
$36 
$34 
$32 

$7 


Sam & Max Hit the Road $38 


Screen Antics WIN 
Search for the King 
Secret Monkey Island 


$19 
$24 
$23 


Secret Monkey Island 2 $38 


Secret of 7th Labyrinth 
Shadow Caster 
Shadowgate WIN 


$42 
$52 
$34 


Sierra Adventure Bundle $39 


Sierra Family Pak 
Space Quest 1 
Space Quest 4 
Space Quest 5 
Space Quest Bundle 
Spelicasting 101 
Spellicasting 201 
Spellcasting 301 


$29 
$16 
$36 
$34 
$42 
$19 
$36 
$34 


Star Trek 25th Annversry$36 
Star Trek:Judgment Rite $38 


Starship 

Stellar 7 

Surf Ninjas 
Terminator 2029 
Term 2029 Oper Scour 
Term 2029 Rampage 
The Dig 

The Prophecy 

Time Quest 

Trolls 

Under a Killing Moon 
Uninvited 

Uninvited WIN 
Universe 1 

Universe 2 

Universe 3 

Walker 

War in Middle Earth 
Warriors of Legend 
Weird Dreams 
Where America CSD 


$38 
$21 
$37 
$37 
$19 
$38 
$45 
$36 
$12 

$7 
$43 

$6 
$34 
$34 
$34 
$34 
$32 
$12 
$19 

$9 
$37 





Where Europe CSD $29 
Where Space CSD Dix $44 
Where in Time CSD $32 
Where in USA CSD Dix $45 
Where in USAisCSD $29 
Where in USA CSD Dix $49 
Where in World CSD $32 
Where World CSD Dix $52 


Wonderland $16 
Yserbius $24 
Zak McKracken $18 


IBM SIMULATION 


ATP Flight Simulator $29 
AT P Flight Simlator 2.0 $29 


A.T.A.C $30 
A10 Avenger 1993 $46 
A320 Airbus $44 
AH-64 Helicopter $46 
Aces Over Europe $42 


Aces Europe Mission 1 $27 
Aces Europe Mission 2 $27 


Aces of the Pacific $42 
Aces Pacific Mission $27 
Aces of the Deep $42 
Air Combat Classics $45 
Air Duel $38 
Air Warrior SVGA $35 


Aircraft Scenery Design $35 
Airport Facilities Dir $12 


Allied Forces $9 
Armour Geddon $32 
Armoured Fist $52 
Assignment Miami $26 
Attack Pack $42 
B17 Flying Fortress $39 
Battle Command $9 
Birds of Prey $32 
Blue Max Aces Great War $6 
Car and Driver $26 
Cardinal of the Kremlin $6 
Coaster $32 
Combat Classics $24 
Conqueror Multi Tank $6 
Crash Course $9 
Cyber Race $42 
Das Boot Submarine $9 
Delta V $48 
Dsign Your Own Railrad $19 
Dynamix Bundle $29 
Elite Plus $19 


Eye of the Storm Fit Sim $29 
F117A Stealth Fighter $42 
F15 Strike Eagle 1 $7 
F15 Strike Eagle 2 $15 
F15 Strike Eagle 2 Scen $17 
F15 Strike Eagle 3 Aces $49 
F15 Strike Eagle III $44 
F19 Stealth Fighter $12 
F40 Pursuit Simulator $31 


Falcon 3.0 $48 
Falcon 3 Scen 1 $24 
Falcon 3 Scen 2 Mig 29 $33 
Fire & Forget 2 $30 
Fleet Defender $48 
Flight Planner $24 


Flight Simulator 4.0 $42 


Flight of the Intruder $15 
Fly the Grand Canyon $39 
Grand Canyon Scenery $16 
Grandest Fleet $36 
Great Naval Battles $44 
GNB America in Atlantic $21 
NB Super Ships of Atl $19 


$60 





‘SAM & MAX HIT 
THE ROAD’ 
Freelance animal 
police partners 
Sam and Max team 
up to solve the mys- 
tery of the missing 
Bigfoot, Bruno. 
Contains full 
screen graphics, 
full talkie introduc- 
tion, a free 
activity book & built 
in mini games. $38 
Available Now! 
X-Wing Mission 2: 
B-Wing Fighter 








‘FLEET DEFEND- 
ER F-14’ Whether 
on routine Fleet 
defense duties, air 
~ to air combat en- 
~ gagements or spe- 
cial intercept mis- 
sions, the F-14 
Tomcat leads the 
field. Features 
state of the art 3D 
visuals, accurate 
flight modeling of 
all planes, authen- 
tic radar and weap- 
ons system, and 
campaigns. $48 








‘STAR TREK: 
JUDGMENT 
RITES’ Captain’s 
Log stardate 
6238.4. You're be- 
ing watched. By 
whom or what is 
unknown, but 
strange events are 
- happening. You're 
a long way from 
Starfleet command 
and only you can 
4 discover what is 
' challenging your 
mind beyond your 
nightmares. $38 





‘RETURN TO 
ZORK’ is the next 
generation in the 
classic Zork series. 
Return to Zork is 
an amazing inter- 
active adventure of 
danger, intrigue, 
and low cunning. 
Filled with fascinat- 
ing puzzles, it fea- 
tures a cast of Hol- 
lywood stars, a rev- 
olutionary inter- 
face, over an hour 
of spoken dialogue 
and music. $46 


An Epic 
Advemure 

in the 

Great 
Underground 
Empire. 





Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders 
Treated as Cash. Most Items Shipped Same Day. Shipping times not 
guaranteed. Check compatibility before you buy. Defectives replaced 


with same product. Offer, price & availability subject to change. ALL 
SALES FINAL. *SEE LAST PAGE FOR DETAILS 
Reader Service No. 1 
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GNB Scenario Builder $28 
Gunship 2000 VGA $37 
Gunship 2000 Scenario $24 


Gunship $12 
Harrier Assault $32 
Harrier Assault SVGA $48 
Hawaiian Odyssey $16 
Heatwave $6 
Heroes of the 357th $15 
HoverForce $31 
Hyperspeed $12 
Indy Car Racing $48 
lron Helix $49 
Japan Scenery Disk $19 
Jet Fighter 2.0 $39 
Jet Fighter 2.0 Mission $19 
Jump Jet $39 
Jump Jet Aces Pack $50 
Killing Cloud $19 
Knights of the Sky $29 


Land Sea Air Trilogy $12 
Land Sea Air Trilogy 2 $29 


Life and Death $19 
Life and Death 2 $24 
Lightspeed $12 
Lightspeed $9 


Mantis Exp Speech Pak $19 
Mantis Experimental Ftr $28 
Maximum Overkill $44 
Max Overkill Mission 1 $28 
Max Overkill Mission 2 $28 


Max Pac $19 
Mechwarrior 2 $42 
MegaFortress $12 


Megafortress Miss 1 $26 
Megafortress Miss 2 $26 
Megafortress Mega Pac $38 


ig 29 Fulcrum 
New Facilities Locator $18 
Orbits $37 
Pacific Strike 
Power Boat Simulator $39 
PowerHits: BattleTech $32 
Power Politics WIN $34 


Privateer $52 
Rapcon $29 
Reach for the Skies $31 
Red Baron $36 
Red Baron Mission Disk $24 
Red Storm Rising $12 


Road & Track Grand Prix$24 
Sailing Instrctr Pack $239 
Sailing Simulator 3 $42 
Sailing Sim3E Coast $32 
Sailing Sim 3W Coast $32 
Scenery Collection Set A$37 
Scenery Collection Set B$34 
Scenery Colltn California $37 
Scen Colltn Great Britain $19 
Scenery Enhancement $21 


Scenery: Hawaii $16 
Scenery: Tahiti $16 
Sea Wolf $52 
Seal Team $42 


Secret Weap Luftwaffe $34 
Secret Weapons DO335 $21 
Secret Weapons He162 $19 
Secret Weapons P38 = $21 
Secret Weapons P80 $19 


Shuttle $26 
Silent Service 2 $19 
Sky Chase $9 
Speed Racer $36 
Strike Commander $48 


Strike Comm Spch Pak $18 


Stunt Driver $15 
Stunt Island $36 
Sub War 2025 $42 
Syndicate $39 
Tank $16 
Task Force Admral Pack $52 
Team Yankee $29 
Team Yankee 2 $24 
Test Drive 2 $30 


Test Drive 2:Collection $19 
Test Drive 2:Euro Chal $6 
Test Drive 2:Muscle Car $12 
Test Drive 2:Supercars $12 


Test Drive 3 $29 
Test Drive 3:Road & Car $12 
Thunderhawk $9 
Tie Fighter $48 
Top Gun Danger Zone $20 
Tornado $49 
Tracon 2 $29 
Tracon 2 WIN $34 
Tracon WIN $28 
Ultrabots Sanction Earth $39 
Vette $15 
Voice Commanadr F117A $18 
Voice Commndr F15SE3 $18 
Wing Commander $19 


WC Secret Mission 1 & 2$20 
Wing Commander Dixe $48 
Wing Commander 2 $48 
W C 2 Operation 1 $22 
W C 2 Operation 2 $22 
W C 2 Speech Mod $13 
Western Europe Disk $22 
Western Europe Disk $9 
Wing Commander Acad $34 


Wolfpack $15 
World Circuit $32 
World Circut Champ Ed $45 
X-Wing $40 


X-Wing Mission Disk 1 $20 


$52 “~ X-Wing Mission Disk 2 $20 


Yeager’s Air Combat $21 


IBM ARCADE 


Airborne Ranger $9 
Aliens Ate My Babysitter $19 
Amazing Spiderman $9 





Arachnaphobia $12 
Armor Alley $15 
Artura $4 


Back to the Future 2 $19 
Back to the Future 3 $12 


Bar Games $9 
B.Simpson House Weird $31 
Battle Storm $32 
Bill & Ted’s Excel Adv $19 
Blockout $28 
Cogito Windows $38 
Cool Croc Twins $24 
Crazy Cars $25 
Creepers $29 
Dognapped $12 
Double Dragon 2 $15 
Double Dragon 3 $6 
Dr Doom’s Revenge $9 
Drag L Esc Singe’s Cast $34 
Dragon’s Lair $22 
Dragon’s Lair 2 $34 
Dragon’s Lair 3 $34 
Dragons Breath $27 
E- Motion $6 
Eagle’s Rider $29 
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Eight Ball Deluxe $38 The Tinies DEMO $9 COLLECTION’ 3 Dynmix Great War Plane$16 _ Rise of the Dragon $10 
Finale $3  Thexder 1 $15 titles that make up EcoQuest Search Cetus $10 Savage Empire $10 
Fire & Forget $19 Thexder 2:Fire Hawk $15 es best se Elvira 2 Jaws Cerberus $10 Search for the King $10 
Flintstones $9 Tristan Pinball $19 S es ae Elvira Mistress Dark $10 Secret Monkey Island $10 
Freakin Funk Fuzzballs $19 = Vaxine $12 a available: in Eye of the Beholder $10 Secret Monkey Island 2 $10 
Galactic Conqueror $31 Volfied $19 BAB hee San Eye of the Beholder2 $12 Secret Silver Blades $10 
Galactic Empire $27 Wild Wheels $12 game in the series Eye of the Beholder3 $10 Sentinel Worlds 1 $10 
Gobliiins $24 Wrath of the Demon $21 is a critically ac- Fascination $10 Shadow Caster $14 
Gauntlet 2 $9 X-Men 2 $10 claimed mega-hit! Fred Pharkas Fron Pharm $8 = Shadow Sorcerer $10 
Gobliiins 3 $24 Xenocide $5 Now you can ex- Gatewy Savage Frontier $10 Simcity/Simearth $20 
Gold of the Aztecs $12  Xiphos $9 perience AD&D Global Conquest $21 Simearth $16 
Gremlins 2 $6 Zool $34 computer fantasy Gobliiins $10  Simlife Official Strategy $16 
Guy Spy $24 role playing like Gold Rush $10 Space Quest 1 $10 
Guy Spy TerrorDeep $36 never before. $52 Gunship 2000 $16 Space Quest 2 $10 
Harmony $5 Harpoon $16 Space Quest 3 $10 
Highway Patrol 2 $27 Heart of China $10 Space Quest 4 $10 
Home Alone $27 Adult Reference CD $24 ‘DAY OF THE Hero’s Quest $10  Spelicasting 101 $10 
Incredible Machine 2 $30 Adv of Brad Stallion CD $39 TENTACLE’ Dr Hillsfar $8  Spellcasting 201 $10 
Incredible Toons $25 Busty Babes CD $32 Fred’s euteiad Immortal $10 Star Trek 25th Aniv $10 
Indy Jones ActGame $17 Centerfold Squares $21 purple tentacle is Indi Jones 4 Fate Atintis $10 — Starflight 1 $10 
Infestation $19 “= Deep Throat CD $42 outto take over the Indy Jones Grfx Adv $10 Strategy Plus100r11 $8 
Innocent $38 Ecstacy CD $32 world. Travel Island Of Dr Brain $10 Strategy Plus 12-36Ea $5 
Jetsons $9 Femme Fatale $26 through time with Jetfighter 2.0 $16 Strike Commander $16 
Laffer Utilities $21 Femme Fatale DD 1 $18 three outrageous King’s Quest 1 $10 Stunt Island $16 
Larry’s Casino $9 Femme Fatale DD 2 $18 characters. CD King’s Quest 2 $10 Summoning $16 
Laura Bow ParlorGames $9 Femme Fatale DD 3 $18 ROM version has King’s Quest 3 $10 Tales Magic $12 
Loopz $24 Jigsaw Pinups $19 full digitized King’s Quest 4 $10 Time Quest $10 
Marvel Trilogy $12 Lovely Ladies CD $39 Speech. 3.5" $39 King’s Quest 5 $10 Treasure Savage Frontir $10 
Microsoft Arcade WIN $29 My Private Collection CD$39 CD-ROM $45 King’s Quest 6 $10 Tunnels & Trolls $16 
Monty Python $15 | PC-Pix CD ROM $39 Available Now! Knights of Legend $10 Ultima 4 $10 
Ms PacMan $6 Penthouse Jigsaw XXX $24 X-Wing Fighter Laura Bow 2 $10  Ultima5 $10 
Mystical $27 Planet of Lust $12 Mission Disk 2: Leisure Suit Larry1 $10 Ultima6 $10 
Never Ending Story 2 $9 Sex Olympics $12 B-Wing Fighter Leisure Suit Larry 2 $10 Ultima 7 $12 
Never Mind $9 Sex Vixens from Space $12 Leisure Suit Larry 3 $10 Ultima 7 and Underworld $16 
Night Breed $26 Strip Poker 3 $31 Leisure Suit Larry 5 $10 Ultima 7.5 $16 
Ninja Gaiden 2 $12 Strip Poker 3 DD 1 $19 . ‘PRINCE OF PER- Lemmings $21 Ultima Avatar Adventure $16 
Ninja Rabbits $9 Strip Poker 3 DD 2 $19 gg ES RII SIA 2’ The evil Loom $10 Ultima Underworld $12 
Nova 9 $21 Strip Poker 3 DD 3 $19 magician is back, Lord of the Rings V1 $10 Ultima Underworld 2 $12 
Obliterator $6 = Strip Poker 3 DD 4 $19 this time he as- Lord of the Rings V2 $6 ~—*V “Victory $16 
Oil’s Well $12 Strip Poker 3 DD 5 $19 sumes your identi- Lost File Sherlock Holms $10 Wasteland $10 
Pac Man $9 Strip Poker 3DD6 $19 ty, steals your be- Lost in LA $10 Wizardry 6 $12 
Paper Boy 2 $27 = Strip Poker Professional $33 loved princess, and LucasArts Adventure $16 Wizardry 7 $16 
Pick’n Pile $6 Strip Poker Pro DD 1 $16 casts you out as a LucasArts Air Combat $16 Yeager Air Combat $16 
Pit Fighter $22 Strip PokerProDD2 $16 beggar. You must Magic Candle 2 $10 

Power Drome $9 Strip PokerProDD3 $16 battle through 15 Magic Candle 3 $10 

Predator 2 $7 Strip PokerProDD4 $16 treacherous levels Manhunter New York $10 
Prehistorik $29 StripPokerProDD5 $16 encountering ser- Manhunter San Francsc $10 

Punisher $12 Strip PokerProDD6 $16 pents, spikes, Maniac Mansion $10 2nd Math $32 
Punisher $9 be gta Martian Dreams $13 Ace Detective $30 
Quix $25 ' ene: Matrix Cubed $10 Ace Explorer:Sequencng $36 
Robocop $28 te hg mais Might & Magic 1 $10 Ace Inquirer $40 
Rollerbabes $25 Might & Magic 2 $12 Ace Reporter $36 
Rotox $12 688 Attack Sub $10 Might & Magic 3 $16 Ace Reporter Deluxe $48 
S.C. Out $38 = A-Train $16 Might & Magic 4 $16 Adventures Astronomy $51 
Savage $9 Advent Willie Beamish $10 ‘SPEAR OF DES- Might & Magic 5 $16 = Alcohol: Making Choice $102 
Sierra Arcade Bundle $24 Altered Destiny $10 TINY’ is a Castle Pepper's Adventure Time $8 _— Alge Blaster Plus $32 
Simpsons:Arcade Game $31 Bard’s Tale 1 $10 Wolfenstein graph- Planet’s Edge $16 Algebra $52 
Sliders $27  ~Bard’s Tale 2 $10 ics adventure Police Quest 1 $10 Algebra 1:1st Semester $32 
Space Ace $32 Bard’s Tale 3 $10 game. Your mis- Police Quest 2 $10 Algebra 1:2nd Semester $35 
Space Ace 2 $34  Bargon Attack $10 sion is to recapture Police Quest 3 $10 Algebra Concepts $39 
Stellar 7 $21 Blue Force: Next of Kin $10 the Spear from Hit- Pool of Radiance $10 Algebra Made Easy $26 
Street Ball $12 Buck Rogers Countdown $10 ler, which legend Pools of Darkness $12 Algebraic Proposer $52 
Street Fighter 2 $39 Castle of Dr Brain $10 Says that no man Populous 1 & 2 $16 Alien Addition $30 
Street Fighting Man $3 Champions of Krynn _— $10 can be defeated Power Monger Strategy $16 All About America $52 
Super Space Invaders $25 Civilization $16 caneaelg? et rs Powermonger $10 ~All About Light & Sound $39 
Swamp Gas WIN $38 | Codename Iceman $10 50 Aen aE Protostar $8 All About Matter $39 
Take-A-Break Crossword$24 — Colonel’s Bequest $10 With seoretdlonred Quest For Clues 2 $21 All About Simple Mac $39 
Take-A-Break Pinball $29 | Conquests Robin Hood $10 lavals in the most Quest For Clues 3 $21 All About Solar System $39 
Take-A-Break Pool $29 Conquests of Camelot $10 important mission Quest For Clues 4 $21 = Alligator Mix $32 
Taking of Beverly Hills $9 Curse of Azure Bonds $10 of WW2. $37 Quest For Clues 5 $16 Anatomy of a Fish $39 
Teenage MNT Man Miss $31 Dark Queen of Krynn = $10 Quest For Clues 6 $16 Anatomy of a Shark $39 
Tengen’s Arcade Hits $12 Darklands $14 Quest for Glory 3 $10 Animals With an Attitude $32 
Terminator $34  Darkspyre $10 Shippingto US,PR,AK,HI,APO & FPO $4 per order. AirMailtoCanada Quest for Glory 4 $10 Atlas Explorer $32 
Terrorpods $24 Death Knights of Krynn $10 - a efi aa reac paths sag op ag ds A he oct Railroad Tycoon $10 Audubon Wildlife:Bear $39 
te oe ie resi a Hiabee st item A Lapis Asia, Australia, Afdca. Abr Mail $25 1st anae ond Ben . cose Wide ales - 

item + $6 ea. add'l. HANDLING $1 PER SHIPMENT. p 
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AutoWorks $49 
Axis Or Allies $76 
Basic First Aid Babysit $32 
Batalla de Palabras $32 


Battle For Europe $57 
Berlitz Interpreter $39 
Biology $13 
Body Illustrated $52 
Boom Box $19 
BubbleGum Machine $16 
Bull’s Eye Math $21 
Calculus $52 
Calculus $58 
Castle of Dr Brain $29 
Chaos $39 
Chemistry Works $45 
Civil War $57 
Cleo is a Dragon $30 
Clock Works $19 
Coin Changer $16 
Comic Book Maker $32 
Connections $45 
Crossword Magic $29 
Cuckoo Zoo $32 
Days of Knights & Kings $58 
Decimal Dungeon $23 
Demolition Division $33 
Designasaurus 2 $26 
Destination Mars $39 


Dinosaur Discovery Kit $26 
Dinosoft Ad & Subtract $12 
Dinosoft Begin Algebra $12 
Dinosoft Mitiply & Divide $12 
Discover The World $58 


Discrete Math $52 
Dragon Mix $32 
Dyno-Quest $36 
EZ Cosmos $45 
Eagle Eye Mysteries $32 
Earthquakes $38 
Earthworm $39 
Easy Street $36 


EasySearch Sci: Diet $32 
Eco-Adventures:Oceans $61 
EcoQuest $32 
EcoQuest 2 $34 
Evelyn Wood Dyn Readr $24 
Fatty Bear’s BDay Surpr $32 


Fay’s Word Rally $32 
Forty-Niners $57 
Fraction Action $23 
French Assistant $52 
French Grammar $16 


French Pronnciation Tutr $58 
French Word Toture $26 
Geometry Concepts $39 
German Grammar $13 
German Vocabulary $16 
German Word Torture $26 
Grammar Gremlins $32 
Grammar Gremlins DD 1 $13 
Grammar Gremlins DD 2 $13 
Great Bio Know Race $55 
Great Chem Know Race $55 
Great Earth Sci Race $55 
Great Life Sci Know Ree $55 


Ground Water $38 
Homework Helper : Math 
Word Prob 3 $32 


Homework Help: Writing $32 
Incredible Machine $29 


Indian Wars $57 
Infant Saftey $32 
Intro Psychoactve Drugs $26 
Island Of Dr. Brain $29 


Italian Word Torture $26 


Jenny’s Journey 
Kidworks 
Kidwriter Gold 
La Guillotine 


$26 
$30 
$32 
$21 


Life Cyclea Sea Lamprey$39 


Linguist 
Linkword-Dutch 
Linkword-French 
Linkword-German 
Linkword-Greek 
Linkword-Hebrew 
Linkword-ltalian 
Linkword-Russian 
Linkword-Spanish 


Marine Invertebrates 


$34 
$21 
$21 
$20 
$21 
$20 
$20 
$20 
$21 
$39 


Mario Teaches Typing $26 
Marvin the Moose Vol 1 $30 
Marvin the Moose Vol 2 $30 
Math 1:Mec Word Prob $26 
Math 2 : Build Word Prob$26 
Math 3 : Adv Word Prob $26 


Math Blaster Mystery 
Math Blaster Plus WIN 


Math Climbers 
Math Climbers 2 


Math Magic:Count/Add 


Math Mechanics 


Math Rabbit:Early Math 


Math Twister 
Math Wizard 
Math Zone 


$39 
$39 
$12 
$21 
$39 
$26 
$26 
$26 
$32 
$32 


Mavis Beacn TeachTyp $29 
Mavis B Teach Typ WIN $34 


Meteor Multiplication 


$32 


Milliken Storyteller Vol 1 $30 
Milliken Storyteller Vol2 $30 


Minus Mission 


$32 


Monstrs & Make Believe $26 


Moving Crust 


$64 


Mozart’s Music Machine $18 


Munchers Bundle 
Mutanoid Math Chal 


$29 
$32 


Mysteries In Th Making $32 


Nor’Westers to Pacific 


Number Munchers 
NumberMaze 
Operation Neptune 


$58 
$32 
$39 
$39 


Orbits: Voyge Sir Systm $39 


PC Globe 
Pacific Theater 


Personel Trainer SAT 


$45 
$57 
$34 


Peter Pan Story Painting $34 


Phonics Plus 


$25 


Physical Sci Laboratory $165 


Picture Perfect 
Pilgrim Quest 
Play Room 
Pollution Patrol 
Powerhits: Kids 
Pre-Calculus 


Principles of Biology 
Principles of Calculus 
Principles of Chemistry 


Print Shop Deluxe 


$32 
$39 
$35 
$50 

$9 
$52 
$64 
$26 
$26 
$49 


Print Shp Dix Bus Graph $29 


Prompt 
Protozoa 


Putt Putt Goes to Moon 
Putt Putt Joins Parade 


Putt Putts Fun Pak 
Puzzle Storybook 


Quarky Quaysoo Sci 


Quest for Canada 
Race Car ‘Rithmetic 
Race the Clock 
Read “n Roll 


$64 
$39 
$42 
$32 
$22 
$26 
$29 
$58 
$32 
$39 
$36 














‘LANDS OF 
LORE’ The dark 
army encroaches. 
King Richard falls 
_ and Scotia beck- 
ons you... laugh- 
ing. In her mad 
= quest for power, 
Scotia has_ rav- 
aged the Kingdom. 
. She seeks the 
throne yet it eludes 
_ her. She’s getting 
desperate and 
mean. Can you 
stop her? Do you 
even dare to? $36 





‘RED CRYSTAL’ 
Seek out the sev- 
Bee eee cn secrets of life. 
Secu Can you forge 
= of Life” through the evil 
- | that lurks in the 
depths of the eerie 
dungeons, the om- 
inous castle towers 
and the savage 
countryside? Play 
alone or modem it. 
Features over 50 
levels, breathtaking 
graphics and an 
auto-mapping 
feature. $38 





‘DELTA-V’ In the 
world of Netrunner, 
genetically en- 
hanced humans 
interface with the 
Net. You are the 
most agile racer 
known to man as 
you fly the 256 col- 
or 3D polygonal- 
shaded landscape 
at speeds where 
thought and action 
are one. Mistakes 
are deadly. Mo- 
dem and network 
playable. $48 





‘LINKS 386 PRO’ 
offers SUPER VGA 
graphics and ad- 
vanced features 
designed for your 
386 or 486. New 
features include 
computer oppo- 
nent, save game 
option that allows 
your friends to play 
against you in an 
existing game. Play 
at Harbour Town or 
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Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders 
Treated as Cash. Most Items Shipped Same Day. Shipping times not 
guaranteed. Check compatibility before you buy. Defectives replaced 
with same product. Offer, price & availability subject to change. ALL 


SALES FINAL. *SEE LAST PAGE FOR DETAILS 
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Read “n Roll Data Disk $12 


Read & Rhyme $31 
Reader Rabbit 1 $37 
Reader Rabbit 2 $37 
Readr Rabbit Ready Let $37 
Ready, Set, Read $30 
Rebellion in the West $57 
Rhyming Notebook $26 
Robot Writer Plus $30 
Rock A Doodle $9 
Rodney’s Funscreen $32 
Science 34 $13 
Science 56 $13 
Science 78 $13 
Science Adventure $52 


Science1: Environment $32 
Science2: Geology $32 
Science5: Fire Safety $32 
Scooter’s Magic Castle $32 
Secrt Island Dr Quandry $38 


Senses $39 
Slater & Chrlie Go Camp $30 
Snapdragon $29 
Snoopy’s Fun Pack $9 
Spanish Assistant $51 
Spanish Grammar $16 


Spanish Pronun Tutor $58 
Spanish Word Torture $26 
Speedreader WIN $30 
Speedreader WIN DDA $12 
Speedreader WINDDB $12 
Speedreader WINDDC $12 


Spell it Plus $31 
Spell-a-Saurus $27 
Spelling $31 
Spelling Wiz $22 
Sticky Bear Spellgaber $32 
Stickybear ABC $29 
Stickybear Math $26 
Stickybear Math 2 $26 


Stickybear Math Tutor $32 
Stickybear Opposites $23 
Stickybear Parts Speech $32 
Stickybear Reading $24 
Stickybear Read Comp $30 
Stickybear Read Tutor $31 
Stickybear Shapes $29 
Stickybear Spellgrabber $32 
Stickybear Spelling Tutor$32 
Stickybear Typing $29 
Stickybear Word Prblem $32 
Stickybear Wrd Scrmble $32 


Story Sketcher $42 
Storybook Weaver $29 
Super Munchers $29 


Super Solvr:Midnite Res $30 
Super Solver:OutNumber$32 
Super Solvers Spellbnd $31 


Super Spellicopter $21 
Texas Revolution $57 
The Baby Game $32 


The Pap Test $160 
Treasure Math Storm $39 


Treasure Mountain $39 
TreeHouse $39 
TrueSTAT $52 
U.S. Atlas Action $31 


Under Sea Adventure $39 
Understanding AIDS $32 


Video Jam $34 
Visifrog $39 
Volcanoes $38 
Wacky Funster $18 
Weather Brief $32 
Weather Wizards $51 
Week Readr Read Comp $31 
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What’s My Angle $32 
Word Attack Plus! $32 
Wrd Attack Plus! French $32 
Wrd Attack Plus! Spnish $32 





Word Master $26 
Word Munchers $30 
World Atlas $45 
World Atlas WIN $39 
Yobi’s Magic Spel Tricks $30 
Young Math $26 
2400 AD $9 
ADD Collecter's Edition $46 
ADD Starter Kit $29 
Arborea Jrney In Sanctm $34 
Arena $48 
Bard’s Tale 1 CharEd $16 
Bard’s Tale 2 $19 
Bard’s Tale2 CharEd $16 
Bard’s Tale 3 $32 


Bard’s Tale 3 CharEd $16 
Bard’s Tale Construction $27 


Black Crypt $32 
Bloodwych $15 
Buck Rogers Countdown $12 
Captain Blood $9 
Celtic Legends $32 
Challenge of 5Realms $44 
Champions $37 


Champions of Krynn $16 
Champions of Krynn CE $16 


Cobra Mission $42 
Companion of Xanth $36 
Conan $16 
Corporation $14 


Curse of Azure Bonds $15 
Curse Azure Bonds CE $16 


Cyber Empire $16 
Cyber Space $39 
Cybercon 3 $29 
Cybergenic Ranger $9 


Dark Heart of Uukrul CE $16 
Dark Queen Krynn CE $16 
Dark Queen of Krynn = $32 


Dark Sun $52 
Dark Sun Grey Isle Exp $34 
Darklands $39 


Darklands Master Edition$51 
Daughter of Serpents $19 
Death Knights Krynn CE $16 
Death Knights of Krynn $21 


Dragon Strike $12 
Dragon Wars $19 
Dragon Wars Char Edit $16 
Dragons of Flame $9 
Dungeon Master $31 
Dungeon Master 2 $36 
Dusk of the Gods $24 


Elvira 2 Jaws Cerberus $19 
Elvira Mistress Dark $22 
Eternam $29 
Eye of the Beholder1 $16 
Eye of the Beholder CE $16 
Eye of the Beholder2 $19 
Eye of Beholder2CE $16 
Eye of the Beholder3 $46 
Eye of Beholder Collect $52 
Fire King $24 
Flames of Freedom $12 
Fountain of Dreams CE $16 
Four Crystals of Trazere $19 
Gateway Savage Frntier $32 
Gods $26 


NOV SPLS 4 


CHIPS & BITS Inc 


PO Box 234 Rochester VT 05767 


Fax 802 767 3382 Int'l 802 767 3033 





IBM ROLE PLAYING IBM ROLE PLAYING 


Gryphon Masters Haviar $38 
Hard Nova Char Edit $16 


Immortal $17 
Joan of Arc $12 
Keys to Marimon $12 
Knights of Legend CE $16 
Lands of Lore $36 


Legacy of Necromancer $17 
Legacy: Realm Of Terror $38 
Legend $31 
Legend of Valor $39 
Legends of Drakka $38 
Lord of the Rings V1 $32 
Lord of the Rings V1 CE $16 
Lord of the Rings V2 $37 
Lord of the Rings V2 CE $16 


Loremaster $29 
Lost Tribe $29 
Lure of the Temptress $37 
Magic Candie 1 $19 
Magic Candle 2 $12 
Magic Candie 2 CE $16 
Magic Candle 3 $19 
Magnetic Scrolls Bundle $21 
Martian Dreams $37 
Martian DreamsCE $16 
Matrix Cubed $9 
MegaTraveller:Zhodani $9 
MegaTravelier Char Edit $16 
MegaTravetier 2 $12 
MegaTraveller 2 CE $16 
MegaTraveller 3 $39 
Metal and Lace $49 
Midwinter $12 
Midwinter $9 
Might & Magic 3 $24 
Might & Magic 3 CE $16 
Might & Magic 4 $36 
Might & Magic 4 CE $16 
Might & Magic 5 $42 
Mines of Titan $9 
Obitus $19 
Paladin:Scrolls Talmouth $16 
Pirates $12 
Pirates Gold $42 
Planet's Edge $34 
Pianet’s Edge CharEd $15 
Pool of Radiance $15 
Pool of Radiance CE $16 
Poots of Darkness $38 
Protostar $39 
Quest for Glory 3 $42 
Quest for Glory 4 $42 
Questron 2 $12 
Ragnarok $34 
Realms of Arkania $37 
Red Crystal $38 
Rings of Medusa $19 
Rome: Pathway Power $32 
Savage Empire $34 
Savage Empire Char Ed $16 
Sea Rogue $29 
Secret Silver Blades $15 
Sentinel Worlds 1 $9 
Sentinel Worlds 1CE $16 
Shadow Sorcerer $9 
Shadows of Mordor $19 
Sleeping Gods Lie $19 
Sorcerian $15 
Space 1889 $12 
Space 1889 Char Edit $16 
Spacewrecked $19 


SpellJammr:Pir Rim Spc $16 
Spelicraft:Aspect Valor $38 
Star Saga 2 $19 
Star Trek: Next Genratin $46 


Stonekeep $52 
Stronghold $39 
Summoning $16 
Tales Magic $16 
Tales Magic CharEd $16 
Terran Envoy $9 
Tunnels & Trolls CE $16 
Twilight 2000 VGA $24 
Ultima 4 Quest of Avatar $35 
Ultima 5 Char Edit $16 


Ultima 5 Warriors Dstiny $35 
Ultima 6 False Prophet $19 
Ultima 6 Char Edit $16 
Ultima 7 Black Gate $48 
Ultima 7 Char Ed $16 
Ultima 7 Forge of Virtue $18 
Ultima 7.5 Serpent Isle $48 
Ultima 7.5 Char Ed $16 


Ultima 7.5 Part 2 $20 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 
Ultima Underworld $19 


Ultima Underworld CE $15 
Ultima Underworld 2 $46 


Uncharted Waters $42 
Unlimited Adventures $38 
Veil of Darkness $37 
Vengeance of Excalibur $12 
War of the Lance $9 
Wasteland Char Edit $16 
Waxworks $19 
Wizardry Trilogy $32 
Wizardry (1-3) Char Edit $16 
Wizardry 4 $19 
Wizardry 4 Char Edit $16 
Wizardry 5 $26 
Wizardry 5 Char Edit $16 
Wizardry 6 $34 


Wizardry 6 Char Edit $16 
Wizardry 7 Crusaders $42 
Wizadry 7 Char Edit $16 





IBM SPORTS 


4D Boxing $17 
Ath & Inches $4 
APBA Baseball $24 


APBA Baseball Gen Man$29 
APBA Baseball Stat 2.0 $29 
APBA Baseball Wiz 2.0 $29 


APBA Basketball $34 
APBA Bowling $14 
APBA Col Basketball $32 
APBA Football $34 
APBA Micro Manager $32 
ATP Tennis $32 


Action Sports Soccer $19 
All American Col Ftbil $36 
All Star Sports Pak $9 
American Gladiators $21 
Baseball for Windows $46 
Basketball Challenge $28 
Bball Chal 1987 Teams $9 
Bball Chal 1988 Teams $9 
Bball Chal1989 Teams $9 
Bball Chal 1990 Teams $17 
Bo Jackson Baseball $12 
Carl Lewis Challenge $9 
Daily Dole Horse Racng $19 
Dav Robinsn NBA Action $44 


Dirk’s Bb Encyc $19 
Face Off $9 
Front Page Football $36 
Front Page Football Pro $46 
Greens $34 
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‘CARRIERS AT WAR 2’ offers more tension and excitement. 


are Gt Ss. : 
GUARDIAN OF 
THE FLEET’ is a 
modern naval war- 
fare simulation that 
lets you control the 
U.S. Navy’s AEGIS 
class cruiser. This 
CD ROM game 
takes you from 
bombing runs inthe 
Falkland Islands to 
surgical attacks in 
Libya to escort 
and strike mis- 
sions in the 
PersianGulf $54 


‘SIMCITY 2000’ 
is the long await- 
ed follow up to 
SimCity that 
takes urban plan- 
ning into the next 
century. SimCity 
2000 adds a new 
level of realism & 
sophisticated 
gameplay. New 
features include 
underground water 
and transportation 
systems, 3D 
views and SVGA 
graphics. ; 


‘TOM LANDRY 
FOOTBALL 
DELUXE’ Tom 
Landry is back 
and better than 
ever. The deluxe 
version --_ offers 
powerful en- 
hancements 
over the original 
like aleague_ ed- 
itor, individual 
player names 
and abilities, 
track season lead- 
er in stats, 
and more. $32 





Features eight new scenarios, some hypothetical, others 


controversial; an improved war room intelligence system; and 
tougher artificial intelligence. 





Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada 
$6 per order. 2 Business Day Air US $6 per order; PR, HI $12 1st item 
+ $2 ea. add’l; AK $19 1st item + $2 ea. add’l. Europe, S. America Air 
Mail $19 1st item + $6 ea. add’!. Asia, Australia, Africa, Air Mail $25 1st 
HANDLING $1 PER SHIPMENT. 


item + $6 ea. add’l. 


$50 


Reader Service No. 1 









IBM SPORTS IBM SPORTS 


Hardball 3 $34 
Hardball 3 Players Disk $17 
Hardball 3 Stadium Disk $19 
Harlem Globetrotters $15 
Hole In One Mini Golf $6 
Hole In 1 Mini Golf Crs $3 
Hole in 1 Mini Golf Delux $12 
Internatinal Sports Chall $12 
Jack Nicklaus Clip Art $6 
Jack Nicklaus CD 1 $15 
Jack Nicklaus CD 2 $15 
Jack Nicklaus CD 3 $15 
Jack Nicklaus CD 4 $15 
Jack Nicklaus CD 5 $6 
Jack Nicklaus Greatest 18$9 
Jack Nicklaus SE Corse 1 $9 
Jack Nicklus SE Clip Art $24 
Jack Nicklaus Sign Ed $42 
Joe Montana Football $31 
Joe Montana Football 2 $42 
John Elway Quarterback $6 
LH Boxing Contenders $16 
LH Football 1989 Teams $16 
LH Football 1990 Teams $16 
LH Football 60’s Teams $16 
LH Football 70’s Teams $16 
LH Football Leaders $16 
LH Football Utilities $16 
LH Pro BBall91 Team $16 
LH Pro Baskeball Utilitie $16 
LH Pro Basketball $36 
LH Pro Basketball 74-83 $16 
LH Pro Basketball 89-90 $16 
LH Basketball L Leaders $16 
LH Basketball Utilities $16 
Lakers vs Celtics $17 
Lance Haffner Bb $36 
Lance Haffner Boxing $36 
Lance Haffner Col BBall $36 
Lance Haffner Football $36 
Lance Haffner Hockey $36 
Links $29 
Links CD 1 Bountiful $17 
Links CD 2 Firestone $17 
Links CD 3 Bay Hill $17 
Links CD 4 Pinehurst $17 
Links CD 5 Dorado $17 
Links CD 6 Barton Creek $9 
Links CD 7 Troon North $17 
Links Pro 386 Golf $32 
Link Pro CD Mauna Kea $19 
Links Pro CD Pinehurst $19 
Link Pro CD Banff Spring$19 
Links Pro CD Belfry $20 
Links Pro CD Insbrook $20 
Links Pro Course Disk 6 $20 
MUDS $9 
ML 1950s World Series $17 
ML 1960s World Series $17 
ML 1970s World Series $17 
ML 1980s World Series $17 


ML BB 4 Fan Man $25 
ML BB 4 Gen Mng $19 
ML BB All Stars $12 


ML BB Atlanta Braves $20 
ML BB Baltimore Orioles $20 
ML BB Boston Red Sox $20 
ML BB BrklynLA Dogers $20 
ML BB California Angels $20 
ML BB Chicago Cubs $20 
ML BB Chicago W Sox $20 
ML BB Cincinnati Reds $20 
ML BB Cleveland Indian $20 
ML BB Detroit Tigers $20 
ML BB Houston Astros $20 
ML BB K.C. Royals $20 





ML BB Manager's Ch $19 
ML BB Millwauke Brewer $20 
ML BB Minnesota Twins $20 
ML BB Montreal Expos $20 
ML BB New York Mets $20 
ML BBN.Y. Yankees $20 
ML BB Oaklands A’s $20 
ML BB Philidelphia Phil $20 
ML BB SanDiego Padres $20 
ML BB SanFran Giants $20 
ML BB Seattle Mariners $20 
ML BB St Louis Cardinal $20 
ML BB Texas Rangers $20 
ML BB Toronto Blue Jay $20 


ML Football 2 $39 
ML Personal Pro Golf $28 
Madden Football $12 
Madden Football 2 $17 


Magic Johnsn Fast Break $6 
Mario Andretti Racing $17 
Michael Jordan Flgt Sim $38 
Micro Legue Football Dix $39 
Microleague 82 BB Seas $17 
Microleague 83 BB Seas $17 
Microleague 84 BB Seas $17 
Microleague 85 BB Seas $17 
Microleague 86 BB Seas $17 
Microleague 87 BB Seas $17 
Microleague 88 BB Seas $17 
Microleague 89 BB Seas $17 
Microleague 89 FB Seas $17 
Microleague BB 4 $31 
Microleague Basketball $28 
Microleague Football $20 
Microsoft Golf Windows $39 
Mike Ditka Power FB $34 
NFL Chall Col Alumni $9 
NFL Chall Pre Season 90 $9 
NFL Challenge $60 
NFL Chal 1984 Teams $15 
NFL Chal 1985 Teams $15 
NFL Chal 1986 Teams $15 
NFL Chal 1987 Teams $15 
NFL Chal 1988 Teams $22 
NFL Chal 1988 Teams $9 
NFL Chal 1989 Teams $9 
NFL Chal 91 Pre Season $9 
NFL Chal All Star Team $9 
NFL Chal Dream Teams $9 
NFL Chal Premium Ed $59 


NFL Coaches Club $35 
NFL Coaches Club LTD $48 
NFL Football $31 


NFL Proleague Football $12 
NFL Pro League FBI 92 $19 


NFL Video Football $29 
NHL Hockey $39 
Nascar Challenge $31 
PGA Tour Golf $21 


PGA Tour Golf Course 1 $17 
PGA Tour Golf Ltd Ed $32 
PGA Tour Golf WIN $38 
Pga Tour Crs 1 WIN $17 


Playmaker Football $12 
PowerHits: Sports $19 
Pro League Baseball $18 
Pro Tennis Tour 2 $32 
ProFootball Analyst 92 $19 
QuarterPole $36 
RBI 2 $9 
Road to the Final Four $37 
Shufflemania $9 
Sporting Triangle $3 


Strat-O-Matic Computer $29 
Summer Challenge $19 
Games Winter Challenge $34 
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FREE GAME WITH YOUR $75 ORDER” 
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‘MASTER OF ORI- 
ON’ Build an em- 
pire that will stretch 
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Tie Break Tennis $9 Dominion: One King Life $41 : Romance 3 Kingdoms $42 Bravo Romeo Delta $29 
Tom Landry Football $24 Dominus $39 saa - ae Romance 3 Kingdoms 2 $42 Campaign $39 
Tom Landry Football DIx $32 Dragon Force $12 = re ane Rules of Engagement $12 Campaign Mission 1 $19 
Tony LaRussa Baseball $16 Dragon Lord $9 Develop resources Rules of Engagement 2 $38 Carrier Strike $39 
Tony L Fantasy Manager$15 Dune $12 and design ships Second Conflict WIN $34 Carrier Strike Exp Pak $19 
Tony L Classic Stadiums$15 Dune 2 $44 for your alien pop- Seven Cities Gold 2 $38 Charge of Light Brigade $19 
Tony L AL Stadiums $15  EIlFish $34 ulation to colonize Shadow President $34 Civil War No Greatr Glry $21 
Tony LaRussa 1990 $15 Empire Deluxe $35 nearby. Now start ShadowGate WIN $32 Conflict $12 
Tony LaRussa 1991 $15 Empire Deluxe Scen1 $21 building a fleet of Sid Meir’s Civil War $58 Conflict in Vietnam $9 
Tony L Fantasy Manager$15 Empire Deluxe WIN $35 ships ranging from Siege $12 Conflict: Korea $16 
Tony L NL Stadiums $15 Epic Dwarven Tale $38 shuttles to Siege Expansion Disk $19 Conflict: Middle East $14 
Tony L Teams 1901-68 $15 Fantasy Empires $39 dreadnoughts. Siege With Exp Disk $24 Decision at Gettysburg $12 
Tony LaRussa Basball 2 $36 Fields of Glory $36 Now conqu € Sim Ant $32 Dreadnoughts $34 
Tony LaRssa 292 Team$16 Fighting for Rome $12 universe. $4 Sim Ant Windows $34  Dreadnoughts Bismark $29 
Tony LaRussa 2 FanMn$14 _ Final Conflict $12 Sim City 2000 $42 Dreadnoughts Deluxe $89 
Tony LaRussa 2 Stadim $18 Fort Apache $24 Sim City Classic $27 Dreadnoughts Ironclads $29 
Unnecessary Roughness$36 Gemfire $37 ‘SEVEN CITIES SimCity Classic Win $37 Drums of Glory $44 
Wayne Gretzky Hoc 2 $34 Genghis Khan $37 OF GOLD Simcity Graphic Set 1 $18 Fall Gelb $36 
Wayne Gretzky League $26 Global Conquest $29 COMMERATIVE Simcity Graphic Set 2 $23 _ Fifth Eskadra $22 
Wayne Gretzky Hoc 3 $36 Global Domination $36 EDITION’ Explore Simearth $34 Fleet Med $27 
Wayne G. Lea. Sim. 2 $29 Global Effect $14 the 15th century Simearth WIN $34 Gary Grigsby Pcific War $48 
Wilson Pro Staff Golf $23  Gobliiins 2 $24 New World and Simfarm $41 Gary Grigby War Russia $48 
World Class Soccer $28  Goldofthe Americas $24 more. Accomplish Simlife $39 German Raider Atlantis $26 

Harpoon 2 $52 many tasks on your Simlife WIN $42 Gettysburg:Turning Point$36 

Heirs to the Throne $36 way from un- Space Hulk $38 Golan Front $36 
Imperium $26 proven explorer to Spaceward Ho! $38 Grand Fleet $36 

Inindo $37 viceroy; map un- Spaceward Ho! WIN $36 Grey Seas, Grey Skies $19 
A Train $34 Koshan Conspiracy $32 charted territory, Special Forces $39 —_ Halls of Montezuma $24 
A Train Construction Set $23 Kye Deluxe WIN $26 set up outposts and Star Control $29 Harpoon $25 
Air Force Commander $16  L’Empereur $37 establish trade re- Star Control 2 $36 Harpoon Battle Set2 $19 
Airbucks $36 Laser Squad $29 lations. Become Star Legions $12 Harpoon Battle Set3 $19 
Ambush at Sorinor $42 Lemmings $32 the most le Starfleet 1 $17 Harpoon Battle Set4 $24 
Ancient Art of War Sky $34 Lemmings Datadisk $19 explorer, 938 : Starfleet 2 $38 Harpoon Chal Pak SE $49 
Archon Ultra $30 Lemmings 2: The Tribes $32 Strategic Forces $9 Harpoon Designer Series$17 
Are We There Yet $17 Liberty or Death $37 Strike Squad $41 Harpoon Dsigner Sries 2 $25 
Armada 2525 $29 Lost Admiral $19 ‘WARLORDS 2’ Sub Version $36 Harpoon Scenario Editor $27 
Ashes of Empire $48 Lost Admiral Enhanced $44 brings the fun and Sword of Aragon $28 High Command $45 
Bandit Kings Anc China $32 Lost Admiral Scenario $23 excitement of the Task Force 1942 $39 In Harms Way $36 
Battle Isle $32 Lost Patrol $6 first Warlords with Tegel’s Mercenaries $19 | Kampfgruppe $59 
Battle Isle Scenario Disk $22 Lost Vikings $20 640 x 480 graph- Tegel’s Mercenaries 2 $44 Kriegsmarine $36 
Battles of Destiny $36 Maelstrom $38 ics, a hidden map Theatre of War $12 Kursk Campaign $36 
Bermuda Square $9 Master of Orion $41 option, and totally Theatre of War Set 1 $21 Line in the Sand $12 
Big Business $9 Medieval Lords $12 new Al system. Traders $15 Long Lance $39 
Breach 2 $12 Mega Lo Mania $29 Features random Unnatural Selection $38 MacArthur's War $9 
Breach 2 Scenario Disk $15 | Merchant Colony $17 mapping for infinite Utopia $29  MainBatTankC Germ $36 
Breach 3 $36 Millenium $6 replayability, troop Vikings Fields Conquest $37. +-Main Bat Tank MidEast $36 
Buzz Aldrin Race Space $39 = _MoonBase $24 transports for am- Visions of Aftermath $24 Main BatTankN Germ $36 
Caesar $36 New World Order $38 phibious warfare, & Walls of Rome $39 Malta Storm $36 
Campaign 2 $36  Nobunaga’s Ambition $25 yi Neal War in the Gulf $34 Man of War $36 
Capitalist Pig WIN $19 | Nobunaga’s Ambition 2 $37 A Eros rae Warlords $12 Mare Nostrum $26 
Carrier Command $9 Nuclear War $9 backstabbing Warlords 2 $42 Marianas Turkey Shoot $12 
Carriers at War $19 Objection $29 os, When Two Worlds War $42 Midway $12 
Carriers at War 2 $49 Objection Enhanced $42 Worlds at War $19 Moscow Campaign $36 
Carriers at War Const Kit$29 Ogre $19 Northern Fleet $36 
Castles $18 Operation Combat $12 Operation Overlord $29 
Castles 2 $36  OutPost WIN $42 Pcife Storm Midwy Cpgn $36 
Centurion Defendr Rome $19 Overlord $21 Pacfic Storm Solomon $36 
Civilization $32 Paladin 2 $34 Action North Atlantic $19 Panzer Battles $12 
Civilization Master Editi $48 Perfect General $36 Action Stations Scen1 $9 Patriot $23 
Clash of Steel $42 Perfect General Scen1 $21 Action off River Platte $26 Patriot Battle Set 2 $24 
Cohort 2 $19 Perfect General Scen 2 $23 Air Raid Pearl Harbour $22 Patriot Scenario Editor $27 
Command HQ $19 Perfect General 2 $44 American Civil War V1 $24 Patton Strikes Back $14 
Conquer for Windows $39 Populous $17 American Civil War V2 $24 Prelude to Jutland $26 
Conquered Kingdoms $36 Populous Promised Land$14 American Civil War V3 $24 Red Lightning $12 
Cong Kingdoms Scen 1 $25 Populous 2 $26 Banzai $9 Red Sky Morning $36 
Conquest of Japan $36 Powermonger $34 = : Battle Stations $20 Return to Falklands $28 
Crime City $13 Rags to Riches $36 = - Battle Tank Barbarossa $36 Rising Sun $26 
Crisis in the Kremlin $32 Railroad Tycoon Classic $22 | HEIRS TO THE THRONE’ As Baron of your army, your Battle Tank Kursk $39 Rad Sumter Appomattox $45 
Dark Seed $19 Railroad Tycoon 2 $39 mission Is to conquer the continent and become King of your Battle of Austerlitz $12 Rommel Battles N Africa $24 
Dark Star $36 Rampart $17 empire. You must control your armies supplies andmoraleas Hi Battie of the Atlantic $36  RommelatElAlamein $36 
Defender of the Crown $12 Reach for the Stars $24 wells fend off MUI eane gies Ion yeunene mics. $36 Battles of Napoleon $24 Rommel at Gazala $36 
Designasaurus 2 $28 Realms $16 Battleship Bismark $26 Second Front $21 
Detroit $36 Red Zone $32 Visa & MC Accepted. CODs $6. Checks Held 4 Weeks. Money Orders Blitzkrieg Ardennes $19 Seventh Fleet $36 
Dino Wars $6 Renegade Legin Intrcept$12 Treated as Cash. Most Items Shipped Same Day. Shipping times not — Blood & Iron $52 Squad Leader 94 $48 
Diplomacy $12 Riders of Rohan $19 immanent Gia pia terubasas nrg a, Blue and the Grey $42  StalingradCampaign $36 
Discovery Stp Columbus $34 = Robo Sport WIN $34 SALES FINAL. *" *SEE LAST PAGE FOR DETAILS  Borodno Napolen Invade $29 Storm Across Europe $12 
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IBM WAR GAMES 


The Great War $36 
Third Reich $34 
To The Rhine $36 
Typhoon of Steel $12 
UMS Original $14 
UMS 2 $19 
UMS 2 Civil War $24 


UMS 2 Desert Storm $24 
UMS 2 Planet Editor $16 
Under Fire $12 
V Victory:Market Garden $44 
V Victory:Utah Beach $44 
V Victory:Velikye Luki $44 
V Vict:Gold, Juno, Sword$44 
Victory at Sea $46 
War in the Falklands $26 
Warship Change History $26 


Waterloo $19 
Western Front $36 
White Death $19 
World War 2 $39 


IBM BUNDLES 


ADD Collector Edition 2 $46 


ADD Starter Kit $29 
Air Combat Classic $45 
Allied Forces $12 
Allied Forces $9 
Capstone CD Collection $45 
Combat Classics $24 
Dynamix Bundle 1 $29 
Eye Beholder Collection $52 
Game Pak 1 $19 
Land Sea Air Trilogy $12 
Land Sea Air 2 $29 


Leisure Suit Larry Bndle $39 
Lost Treasures Infocom $39 
Lost Treasure Infcom CD$39 
Lost Treasure Infocom 2 $29 
Lost Treasre Infem 2 CD $29 
Magnetic Scrolls Bundle $21 
Marvel Trilogy $12 
Max Pac $19 
Megafortress Mega-Pak $38 
Power Hits: Battletech $32 


Power Hits: Kids $9 
Power Hits: Movies $17 
Power Hits: Sci Fi $19 
Power Hits: Sports $19 
Prime Time Hits $25 
Prime Time Hits 2 $24 


Scret Weap Luftwffe CD $42 
Sierra Adventure Bundle $39 
Sierra Arcade Bundle $24 
Sierra Family Fun Pak $29 
Space Quest Bundle $36 
Space Quest Bundle 1-4 $42 
Ultima Bundle 1-6 CD $59 
Ultima Trilogy $39 
Ultima Trilogy 2 $48 
Wing Commander Diuxe $48 
Wing Commandr Dix CD $48 
Wizardry Trilogy $32 


IBM BUDGET 


007 James Bond Affair $12 


3 D Pinball $10 
3 in 1 Players’s Pack $9 
4th & Inches $4 
Action Stations Scen1 $9 
All Star Sports Pak $9 


Amarillo Slim’s Poker $12 





IBM BUDGET 


Armada Villa Crespo CB$10 
Back to the Future 3 $12 
Back to the Future 3 $12 
Backgammon By George $9 
Battle of Austerlitz $12 
Bball Chal 1987 Teams $9 
Bball Chal 1988 Teams $9 
Bball Chal 1989 Teams $9 
Blue Max Aces Great War $6 
Bo Jackson Baseball $12 
Buck Rogers Countdown $12 
Cardinal of the Kremlin $6 
Carl Lewis Challenge $9 
Chess Net WINDOWS _ $9 
Chess X Colossus $9 
Conflict in Vietnam $9 
Conqueror Multi Tank $6 
Crime Does Not Pay $9 
Das Boot Submarine $9 
Decision at Gettysburg $12 
Defender of the Crown $12 
Dinosoft Add & Subtract $12 
Dinosoft U.S. Geography$11 


Don’t Go Alone $6 
Double Dragon 3 $6 
Dr Doom’s Revenge $9 
Dr Thorp’s mini Blackjack $9 
Dragon Strike $12 
Dragons of Flame $9 


East vs West Berlin 1948 $9 
Edward O’Thorpe BJ $9 


Eye of the Horus $3 
F15 Strike Eagle 1 $7 
F19 Stealth Fighter $12 
Fighting for Rome $12 
Flames of Freedom $12 
Games Master WIN $6 
Gold of the Aztecs $12 


Hole In One Mini Golf $6 
Hole In 1 Mini Golf Crs $3 
Hole in 1 Mini Golf DIx $12 
Home Casino Spectacular $9 
Jack Nicklaus SECD1 $9 
Jack Nicklaus Clip Art $6 
Jack Nicklaus CD 5 $6 
Jack Nicklaus Greatest 18$9 
Jack Nicklaus SE Corse 1 $6 
Jeopardy Sports Edition $7 


Joan of Arc $12 
John Elway Quarterback $6 
Keys to Marimon $12 


Klotski: Polish Puzzles $9 
Land Sea Air Trilogy $12 
Laura Bow Parlor Games $9 
Leisure Suit Larry 1 VGA$12 


Line in the Sand $12 
Links CD Barton Creek $9 
Lost Patrol $6 
MUDS $9 
Magic Candle 2 $12 
Marianas Turkey Shoot $12 
Matrix Cubed $12 
Mines of Titan $9 


NFL Chall Col Alumni $9 
NFL Chall Pre Season 90 $9 
NFL Chal 1988 Teams $9 
NFL Chal 1989 Teams $9 
NFL Chal 91 Pre Season $9 
NFL Chal All Star Team $9 
NFL Chal Dream Teams’ $9 
NFL Proleague Football $12 
Never Ending Story 2 $9 


Ninja Gaiden 2 $12 
Oil’s Well $12 
Over the Net $9 
Planet of Lust $12 
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‘GAME-MAKER ’ lets you create action adventure games as 
unique as your imagination. Design your own animated 


characters, monsters, and scenes. Create sounds and import 
images. No programming. New version has SB support. $49 





‘TAKE A BREAK! 
PINBALL’ is eight 
different fast and 
furious games for 
windows. Score 
big points with Lei- 
sure Suit Larry, pi- 
lot Nova 9 through 
2 different mis- 
sions, challenge 
Mordack in King’s 
Quest, bustle 
through the uni- 
verse with Roger 
Wilco, and help 
Willy Bemish save 
the city. $29 
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‘SIM FARM’ is an 
intuitive strategy 
game in the style 
of SimCity that 
challenges players 
to build a small fam- 
ily farm into a prof- 
itable and respon- 
sible business. 
Success depends 
upon not just pro- 
duction, but also 
preserving the en- 
vironmental health 
of the land. Sup- 
ports Sound 
Blaster card. $41 





‘LOST ADMIRAL’ 
is a turn based pro- 
duction naval strat- 


Ad — "| ; egy oe Fea- 
a. \ a tures 9 scenarios, 
—Admirak Eo 

: Inger scies acacia arandom map sce- 


nario, 15 campaign 
games, flagships 
with special abili- 
ties, very strong ar- 
tificial empire, in 
depth officers rank- 
ing system, accu- 
mulates your ca- 
reer history as you 
play anda 2 player 
option. $19 








Shipping to US,PR,AK,HI,APO & FPO $4 per order. Air Mail to Canada 
$6 per order. 2 Business Day Air US $6 per order; PR, HI $12 1st item 
+ $2 ea. add’l; AK $19 1st item + $2 ea. add’l. Europe, S. America Air 
Mail $19 1st item + $6 ea. add’l. Asia, Australia, Africa, Air Mail $25 1st 


item + $6 ea. add’l. HANDLING $1 PER SHIPMENT. 




















IBM BUDGET 


Power Hits: Kids $9 
Puzzle Gallery 1 $12 
Puzzle Gallery 2 $9 
Red Storm Rising $12 
Rock A Doodle $9 
Rules of Engagement $12 
SDI $7 
Sentinel Worlds 1 $9 
Sex Vixens from Space $12 
Shadow Sorcerer $9 
Sharkey’s 3D Pool $12 
Snoopy’s Fun Pack $9 
Storm Across Europe $12 
Street Fighting Man $3 


Taking of Beverly Hills $9 
Tengen’s Arcade Hits $12 
Test Drive 2 Muscle Car $12 
Test Drive 2:Euro Chal $6 
Test Drive 2:Muscle Car $12 
Test Drive 2:Supercars $12 
The Dark Half DEMO $6 


The Tinies DEMO $9 
Theatre of War $12 
Tie Break Tennis $9 
Treasure Savage Frntier $12 
Trump Castle 2 $9 


Trump Castle 2 DD 1 $4 
Trump Castle 2 DD 2 $4 
Typhoon of Steel $12 
Vengeance of Excalibur $12 
Video Poker Villa Crespo $9 
Video Poker WINDOWS $12 
Video Poker by Masque $9 
War in Middle Earth $12 


War of the Lance $9 
Warlords $12 
Western Europe Disk $9 
Wheel of Fortune $6 
Wheel of Fortune 2 $9 
Wheel of Fortune 3 $9 
3 D Pinball $10 
3 in 1 Players’s Pack $9 
3D Pool $12 
Acquire $9 


Amarillo Slim’s Poker $12 
Amrillo Slim 7 Card Stud $10 
Armada Villa Crespo CB $10 
Backgammon By George $9 
Baseball Card Collector $18 


Baseball Facts $9 
Battle Chess 4000 VGA $32 
Battle Chess $19 
Battle Chess WIN $29 
Blackjack $9 
Blackjack WIN $12 
Bridge 7 $24 
Bridgemaster $29 
Caesars Palace WIN $15 
Casino Craps $10 


Casino Game Pak WIN $32 
Casino Master WIN $25 
Casinos of the World $29 


Checkmate $36 
Checkmate WIN $36 
Chess Net WIN $9 
Chess X Colossus $9 
ChesManiac 5 Billion & 1$39 
Chessmaster 2000 $27 
Chessmaster 3000 $29 
Chessmaster 3000 WIN $34 
Classic 5 $32 
Classic 5 WIN $32 


IBM TRADITIONAL 


Clue $12 
Clue Master Detective $15 
Combination Lock $9 
Dealer's Choice $29 
Demon Blue $9 


Dr Floyds Desktop Toys $22 
Dr Thorp’s Blackjack $32 
Dr Thorp’s mini Blackjack $9 
Edward O’Thorpe BJ $9 


Electric Jigsaw $12 
FS-Pro $21 
Faces Tetris 3 $15 
Family Crossword Puzle $28 
Gambit $38 
Game-Maker $49 
Game Pak 1 $19 
Games Master WIN $6 


Games People Play $21 
Go Master DIx Ver 4 $89 
Go Master Dix Ver 5 $89 
Go Master Ver5 WIN = $39 
Go Mastr DIx Ver 5 WIN $79 
Go Master Junior Ver 4 $19 
Go Master Junior Ver5 $19 
Go Master Jr Ver 5 WIN $19 
Go Master Tool Kit $39 
Go Master Tool Kit WIN $79 


Go Master Ver 4 $34 
Go Master Ver4 WIN = $39 
Go Master Ver 5 $39 


Grand Slam Bridge 2 $32 
GrandMaster Chess DIx $37 
Grandmaster Chess $19 
Home Alone 2 $26 
Home Casino Spectacular $9 
Hng Kong Mah Jong Pro $32 
Hoyle’s Book Games V1 $21 
Hoyle’s Book Games V2 $19 
Hoyle’s Book Games V3 $29 
Hoyle’s Book Games V4 $29 


Ishido $17 
Jeopardy $9 
Jeopardy 2 $9 
Jeopardy 25th Aniv $15 
Jeopardy Junior $5 


Jeopardy Sports Edition $7 
Jeopardy, Super Talking $21 


Jones Fast Lane $24 
Joseki Genius $39 
Klotski: Polish Puzzles $9 
Laffer Utilities WIN $21 
Lexicross $24 
Lotto Gold $29 
Lucky’s Casino Adv $39 
Monopoly $29 
Monopoly Deluxe $29 
Monopoly Deluxe WIN $29 
Oligopoly $9 


Omar Sharif Bridge WIN $32 
Omar Sharif on Bridge $34 


On Target $10 
Origamo $39 
Pictionary $12 
Prime Time Hits $25 
Prime Time Hits 2 $24 
Pool Shark $15 
Positronic Bridge $30 
Positronic Bridge Comp $60 
Price is Right $15 
Puzzle Gallery 1 $12 
Puzzle Gallery 2 $9 
Puzzle Master $6 
Puzznic $9 
Risk $21 
Risk WIN $26 
Rodeo Games $9 
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FREE GAME WITH YOUR $75 ORDER* 


Call 800 699 4263 








Russian Six Pack $39 
Sargon 4 $9 
Sargon 5 $13 
Scrabble $19 
Scrabble Deluxe $26 
Scrabble Deluxe WIN $26 
Scribler $34 
Scruples $28 
Shanghaii 2 $29 
Sharkey’s 3D Pool $12 
Shogi Master $34 
Solitaire Royale $16 
Solitaire WIN $32 
Solitaire’s Journey WIN $38 
Solitaires Journey $34 
Sorry $12 
Space Vegetables $9 
Spot $9 
Super Jeopardy $27 
Super Tetris $29 
Swap $29 
Tactical Wizard $39 
Terminator 2 Chess War $37 
Terminator Chess $34 
Tesserae WIN $16 
Tetris $15 
Tetris Classic $26 
Tetris Classic WIN $26 
Trump Cast 2 $9 


Trump Castle 2 DD1 $4 
Trump Castle 2 DD2 $4 
Trump Castle 3 $29 
Turn-n-Burn $9 
Vgas Entrtnmnt Pak WIN$20 
Vegas Games Pak WIN $19 
Video Poker Villa Crespo $9 
Video Poker WIN $12 
Video Poker by Masque $9 
Virtual Reality Studio 2 $49 


Wayne’s World $19 
Welltris $15 
Wheel of Fortune $6 
Wheel of Fortune 2 $9 
Wheel of Fortune 3 $9 
Wheel of Fortune Gold $15 
Word Tris $27 


World Champ Cribbage $24 


Artura $9 
Atomino $3 
Breach 1 Scenario Disk $3 
Crackdown $9 
Dark Queen Krynn DEMO $6 
Darkman $3 
Das Boot Submarine $9 
Day of the Viper $6 
Dick Tracy $10 
Dragons of Flame $6 
F29 Retaliator DEMO $3 
Fast Break $3 
Gateway Savage Frontir $24 
Gun Boat $6 
Heatwave $3 
HoverForce $3 
Jack Nicklaus Clip Art $3 
Jack Nicklaus CD 1 $4 
Jack Nicklaus CD 3 $6 
Jack Nicklaus CD 4 $6 
Jack Nicklaus CD 5 $6 
Knights of the Crystalion $6 
Leisure Suit Larry 1 $9 
Loom $12 
Matrix Marauders $3 


Mean 18 Golf $3 
Night Breed $3 
Night Shift $6 


Populous 2 Challenge $9 
Populous World Editor $3 


RVF Honda $3 
Red Storm Rising $19 
Renegade Legion Intrcep $9 
Search for the King $6 


Secret Monkey Island $19 
Shark Attack Ultimat Golf $6 


Simcity $33 
Stryx $6 
Targhan $9 


Tengen’s Arcade Hits $6 
Test Drive 2: Euro Chal $15 
Test Drive 2:Muscle Cars $3 





Total Eclipse $3 
Treasure Trap $9 
UMS 2 $19 
Untouchables $6 
Zoom $6 
3DO System $599 
Aces over Europe $49 
Battle Chess $49 
Crash & Burn $49 
Demolition Man $49 
Dragon’s Lair $49 
Jurassic Park $49 
Lemmings $49 
Mad Dog McCree $49 
Madden Football $49 
Megarace $49 
Microcosm $49 
Oceans Below $49 
Out of this World $49 
PGA Tour $49 
Road Rash $49 
Shock Wave $49 
Star Trek Next Gen $49 
Stellar Fire $49 
Syndicate $49 
Total Eclipse $49 
Troddlers $49 
Twisted $49 
Wing Commander $49 
WorldBuilders, Inc $49 
4th & Inches $6 
4th & Inches Team Const $6 
Bridge 7 $24 
Dragon’s Lair 2 $24 
Dragon's Lair $24 
Go Master Dix Ver 5 $89 
Hardball 2 $24 


Harpoon Battle Set 4 $19 
Harpoon Scenario Editor $19 


Heaven & Earth $32 
Jack Nicklaus CD 1 $6 
Jack Nicklaus CD 2 $6 
Jack Nicklaus CD 3 $6 
Jack Nicklaus CD 4 $6 
Jack Nicklaus CD 5 $6 
Lexicross $19 
Life and Death $24 
Monopoly $19 
Oids $6 
Out of This World $36 


PGA Tour Golf Course 1 $6 











**SPECIAL OFFER: Buy Walls of Rome, Bloodstone, or Strike 
Squad and get one other Mindcraft game free. Coupon enclosed 
in game. 


ds 


‘LABYRINTH OF TIME’ is an epic fantasy of time travel and 
adventure on CD. The legendary King Minos has commis- 
sioned a Labyrinth bridging both time and space. To stop him, 
you must enter the Labyrinth and manipulate the very fabric of 
history by starting chains of events into motion. $39 








‘THRUSTMASTER 
WEAPONS 
CONTROL 
SYSTEM MARKII’ 
Brings _ the func- 
tion of the keyboard 
into your left hand 
while your right 
hand controls the 
joystick. All func- 
tions are fully pro- 
grammable. Plug 
your FCS into the 
back and program 
all its functions as 
well. The ultimate 
control! $94 





‘WALLS OF 
ROME’ gives you 
the experience of 
siege warfare as 
the ancients knew 
it. Play single bat- 
tles or extended 
Campaigns of con- 
quest and defense 
against an unpre- 
dictable computer. 
Stunning graphics 
and sound effects. 
**SPECIAL: BUY 1 
MINDCRAFT 
GAME AND GET 1 
FREES $39 





‘SOUND MA- 
CHINE’ brings to- 
gether 2 of the most 
popular computer 
add-ons in one in- 
expensive pack- 
age. Features a 
genuine sound 
blaster chipset, 
digitized voice in- 
put/output, full du- 
plex MIDI interface, 
built in 4W amp, 
volume control, a 
pair of 3" speakers, 
and a joystick. 
$94 





Reader Service No. 1 


Pick’n Pile 

Puzzle Master 

Reach for the Stars 
Risk 

Robo Sport 
Shanghaii 2 

Sim Ant 

Simcity 

Simcity Terrain Editor 
Simearth 

Space Ace 2 

Spirit of Excalibur 
Star Trek 25th Annivr 
Starflight 1 

Super Tetris 

Test Drive 2 

Test Drive 2:CA Chal 
Test Drive 2:Supercars 


Test Drive 2: Euro Chal 


Vette 

Where In Europe CSD 
Where In World CSD 
Wordtris 

Yeager’s AFT 





MACINTOSH 


$6 

$6 
$19 
$19 
$24 
$19 
$35 
$29 

$9 
$41 
$24 
$19 
$24 
$29 
$24 
$24 

$6 

$6 
$15 
$24 
$24 


Alien Vs Predator 
Baseball 

Basketball 

Battle Zone 2000 
Checkered Flag 2 
Club Drive 

Crescent Galaxy 
CyberMorph 
Evolution:Dino Dudes 
Jaguar CD System 


$59 
$59 
$59 
$59 
$59 
$59 
$59 
$59 
$59 
$299 


Jaguar Formula 1 Racing$59 


Jaguar System 
Kasumi Ninja 

NFL Football 

Raiden 

Tempest 2000 

Tiny Toon Adventures 


$249 
$59 
$59 
$59 
$59 
$59 





Nam 1975 $149 
Ninja Combat $149 
Riding Hero $149 
Robo Army $149 
Samurai Shodown $199 
Sengoku 2 $199 
Sengoku $139 
Soccer Brawl $139 
Super 8 Man $149 
Super Sidekicks Soccer$179 
Super Spy $149 
Survivor $199 
Thrash Rally $139 
Top Hunter $199 
Top Players Golf $139 
View Point $199 
World Heroes 2 $199 


*FREE GAME OFFER 


Spend the specified amount 
on any in stock IBM, Amiga, 
or Macintosh software and 
choose a free IBM game 
from the corresponding list 
below. Offer subject to 
change or cancellation with- 
out notice. Valid from Octo- 
ber 1st through December 
15th or while supplies last. 


SPEND $75 


4th & Inches 5.25 
Airborne Ranger 5.25 
Artura 
Backgammon by George 
Big Business 5.25 
@#= Bravo Romeo Delta 
Gunship 
Obliterator 
Pirates 
SC Out 
The Tinies 
Xenocide 





oe 


Neo Geo w/Fatal Fury 


$569 


Neo Geo w/King Monstr$569 


Neo Geo w/Magic Lord 
Neo Geo w/Baseball 
Neo Geo w/Nam 75 
2020 Super Baseball 
3 Count Bout 

Alpha Mission 2 
Andros Dunos 

Art of Fighting 2 

Art of Fighting 
Baseball Stars Prof 
Baseball Stars Prof 2 
Blues Journey 
Burning Fight 
Crossed Swords 
Cyber Lip 

Fatal Fury 2 

Fatal Fury 

Football Frenzy 
Ghost Pilots 

King of the Monsters 2 
King of the Monsters 
Last Resort 

League Bowling 
Magician Lord 
Mutation Nation 


$569 
$569 
$569 
$119 
$199 
$149 
$199 
$199 
$199 
$129 
$149 
$149 
$149 
$149 
$149 
$199 
$129 
$149 
$149 
$179 
$149 
$149 
$149 
$149 
$149 


Blackjack for Windows 
Covert Action 


Dark Half 
Defender of the Crown 


Dragon Force 5.25 
Grandmaster Chess 

Hole in 1 Mini Golf DIx 
~—— Mac Arthur's War 
Operation Combat 

w=" Panzer Battles 5.25 

Patton Strikes Back 





Video Poker for Windows 
¢ War of the Lance 5.25 


SPEND $200 


Allied Forces 
Bridge 7.0 
Cardinal of the Kremlin 
Command HQ 
Dune 
F15 Strike Eagle 2 
Lost Admiral 
» Red Storm Rising 
Warlords 5.25 
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Whether it’s the menacing snarl of a chainsaw or the banshee scream of your 

F-1 Tomcat, just remember: it ist real. Until you hear it on a Sound Blaster. 
Sound Blaster fidelity adds a whole new dimension to PC 

games, not to mention multimedia and other applications. 


And Sound Blaster is compatible with more of your software “mt 
BLASTER 


than any other audio card. No wonder it's the best selling pa 

sound board of all time. ) 
50 when you're ready to hear what your games really 

sound like, get in touch with your Sound Blaster dealer 





today. Or call us direct at 1-8()()-998-5227. Or we may just have to From games to stereo multimedia to full-blown, 
CD-quality 16-bit Advanced Signal Processing 
send Bruno over to persuade you. audio....ve've got the Sound Blaster for you. 
[er AT ren 
© Copyright 1993 Creative Technology Ltd. Sound Blaster and the Sound Blaster and Creative Labs logos Sound" C Le i V Lh 


are trademarks of Creative Labs, Inc. "Al specifications subject to change without notice. 2 LA STER 
International inquiries: Creative Technology Ltd., Singapore, TEL 65-773-0233 FAX 65-773-0353. oe 





SREATIVE L; LABS, INC 


You never heard itso real. 





Reader Service No. 63 





